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! Artificial Life, for so long the preserve of science fiction writers, is emerging as a concept with 
tangible applications, and videogaming is where all the progress is being made. Edge speaks to the 
proselytes and Al scientists behind the technology that will change the face of computing forever ) 
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Given that computers have been around for decades 
its odd that the development of genetic synthesis is 
a concept that has only started to show signs of life. 
Despite the extensive research that scientists have 
made in the areas of neural networking and 
artificial intelligence. it's ironic that some of the 
most advanced developments have been cultivated 
in the videogames arena. 

Millennium’s Creatures. while hardly warranting 
the accolade of state of the art when scrutinised on 
an aesthetic level. arguably reveals some of the 
signposts to how life can be emulated on computers. 
Norns. the characters that the game is based around. 
may look like the average dumb. cutesy videogame 
sprites. but give them a while to trundle around the 
screen and in no time they will be planning the 
future of their own race. Or that's how the player 
will see it. at least. 

Quite how such levels of intuition will manifest in 
more established forms of interactive entertainment 
is for computer boffins to research and for game 
designers to dream about. But the potential for 
artificial life to enrich the average videogame with 
depth that goes beyond preset routines and scripted 
interactivity should clearly be at the top of the 
development agenda. 

Of course. the drawbacks of such software 
pioneering could well be chaotic environments that 
offer little or no respect for the player. and software 
bangwagons that thrive on dull life simulations and 
genetic mutation programs. However. if AL is 
nurtured and implemented in a responsible fashion. 
the axioms of videogaming could change forever. 
Who knows, perhaps even beat em ups will move a 
few steps up the evolutionary ladder... 


The Future is almost here... 
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Matsushita speaks exclusively to Edge about M2, VF3 gets 
its first showing and Apple launches a gaming initiative 


Profile 


Juan Montes is general manager of software development at 
Sony's London-based in-house development team 


Techview. 


Ex-Silicon Graphics man, George Zachary, debates the issues 
surrounding modern computing — more MIPS or more chips? 


Netview 


The Internet is sprawling with demos of the latest videogames — 
a good idea for both developers and consumers. Or is it? 


An gudigaga WIIN... 


Eugene Jarvis, videogames guru and creator of seminal mega- 
blast, Defender, and N64 homage to Out Run, Cruis'n USA 


Edge visits Square Soft to examine its latest titles, pops into 
Sony's London office and talks to the creators of Dark Saviour 


Bach issues 
Multimedia 


Edge straps on a vibrating game ‘enhancer’, mixes some 
banging tunes and spanks some virgins. All in a days work... 


Testscreen 


The accolade for best point-and-click adventure crosses over the 
Atlantic to fall in the hands of Revolution's Broken Sword 


BBIUIBLU 


Square Soft's graphically incredible Final Fantasy VII proves that 
the Japanese are firmly at the leading edge of stylish CGI 


Arcedsview 


Sega once again reinvents the arcade beat ‘em up with Virtua 
Fighter 3 while AM1 enters the popular jetski coin-op race 


Retroview 


Sega gives Saturn owners an old-fashioned thrill with its Ages 
titles. Plus, Acclaim reanimates Taito's Bubble Bobble series 
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Matsushita talks exclusively to Edge about its plans for M2 /page 6 * Virtua Fighter 3 is released in 
Japan/page 9 Ħ Nintendo details its US launch strategy/page 10 *The 3DO Company makes a profit 
and starts developing for the competition/page 11 * Apple reveals its Mac gaming strategy/page 12 
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M2: Matsushita 


The latest news From the world of interactive entertainment 


oised to 


enter 64bit arena 


DO lost it, Matsushita bought it and 
3 for months the videogames industry 
had almost given up on ever Seeing 
it. But now the long-awaited M2 console is 
nearing completion. Hype and speculation 
surrounding the machine has equalled that 
concerning the N64, the only difference 
being. where talk of the latter was mostly 
positive, M2 has almost universally been 
derided and\mocked - perhaps due to its 
connections with Trip Hawkins’ abortive 
3D0 32bit platform. 
Now, though. it looks like the deriders 
willhave to swallow their words. Hiroyuki 
Sakai. software development producer at 


The Japanese giant breaks its silence over the world's most powerful gamebox 


One of the games currently in development for Matsushita’s M2 console is a Doom- 
style firstperson shoot ‘em up (main). The console’s launch will be handled by a new 
company within Matsushita called Panasonic Wondertainment in Shibuya-ku (right) 


Panasonic Wondertainment, spoke-to-Edge 
recently and revealed exclusive details about 
the machine's composition. The outlook, it 
seems, is much more promising than had 
previously been expected. 

It is now confirmed that, as reported in 
E35, M2 will feature.a twin CPU setup, One 
unit will deal mainly with 3D matrix 
calculations (rather like the PlayStátion's 
geometry engine), while the other will focus 
on general calculation ( game logic, etc). 
The system also employs a setup engine 
which streamlines the coordination between 
the two CPUs —this engine is not built into 
either CPU but operates independently. 


commit to a launch date for its 


current rumours suggest that 


at Japan's first Electronic 


first week of November. 


More details have 
emerged about Sega's 
reprogrammed version of 
Daytona USA, the 
modestly titled Daytona 
Plus: Daytona USA 
Champion Circuit Edition. 
The conversion is being 
handled by some of the 
team behind the Saturn 
version of Sega Rally and 
includes a two-player 
mode, as well as a 30fps 
frame rate and analogue 
pad control. The PAL 
version will be available 
in November shortly after 
the Japanese release. 


hangs over the amount of 


Matsushita's console. Given 


machine will be juggling. a 


would seem like a 


receiving data from the general data CPU 
and sending it on to the graphics engine - 
what Matsushita calls ‘pipeline processing’. 
Plans to incorporate two PowerPC 603 
custom chips in the M2 hardware have 
fallen through, the two CPUs will be 602- 
based chips as originally planned. 

The use of two CPUs has prompted 
mixed reactions from industry pundits. Some 
believe that employing a CPU just for 3D 
matrix calculation amounts to a waste of 
silicon, and that a DSP would suffice. There 
has even been speculation that Matsushita's 
decision may have been prompted by a need 
to get the machine finished quickly. 

Controversy also surrounds another area 
of the M2 architecture, namely the decision 
to include a graphics chip capable of 
simultaneously displaying MPEG! images 


EJ Hews 


promising, but the danger. of course, could 
be a slew of shallow movie conversions. 

In terms of its realtime abilities, M2's 
recent CPU power-up clearly has the 
potential to provide mindblowing 3D. But 
just how powerful will it be? And how will it 
fare against the current state-of-the-art in 
arcade technology? ‘I don't know the exact 
specifications of Model 3 but I base my 
opinion on the specs announced by Sega 
concerning the number of polygons. Given 
this, I think the capabilities of M2 and Model 
3 could be considered approximately the 
same, Sakai-san told Edge. ‘Considering 
these points - processing speed, number of 
polygons, etc, - I think the M2 offers the 
same capabilities. And since ours is a 
consumer board, and the Model 3 is an 
arcade board, we have a really good piece 


Hiroyuki Sakai, 
software development 
producer at Panasonic 
Wondertainment 


THE MAIN TECHNICAL FEATURE OF THE MZ I5 THE CAPABILITY TO MIX 
TWO. THE UPPER PART SHOWING A MOVIE AND THE LOWER POLYGONS’ 


and polygons on screen. As Sakai points-out; 
‘The main technical feature of the M2 is this 
capability to mix MPEGL-images with 
polygons:.For example, the screen can be 


splít into two parts, the upper part-could 
show an MPEG movie and the lower part 
could display polygons. In this way, you 
could have an aeroplane flying in the MPEG 
upper half, which would turn into a polygon 
model when flying into the lower half. On 
most other platforms CG scenes can only be 
included as demos - on the M2, the player 
will be able to interact with them. 

The question is, however, will this ability 
to combine MPEG! with polygon images 
actually provide a realistic and practical 
resource for game designers, or will it prove 
to be little more than a hi-tech white 
elephant? Technically, the innovation sounds 


of-hardware. Of course, technical 
specifications revealed in the development 
stages of a platform's life are usually wildly 
exaggerated, but, if Matsushita's claims hold 
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Apart from tlie Doom clone, a futuristic 
racing game is also in development for 
M2. Both of these titles were stárted je 142 
over a year ago as Studio 3DO projects Who IS If 
and their status is currently unclear 

Not only responsible for three 
of the greatest films of all 
fime, this manalso owns a 
company that produces the best 
point-and-click adventures for 
the PC and last year turned ifs 
hand to the N64 


any truth.at all, it will mean a performance 
of around one million polygons per second - 
just a pipe dream when M2 was still part of 
the 3DO camp. To lend credence to this, 
Matsushita is already developing its own 
arcade board in conjunction with Konami - 
like Namco's System 11 and Sega's ST-V 
systems but, of course, with high-end specs. 
Interestingly, Matsushita seems to have 
learnt from 3DO's mistakes and has decided 
not to market its machine as a kind of 
family multimedia accessory. 'At the release. 
we want to market the M2 as a games 
console, assured Sakai, ‘but because of the 


hardware potential, we may promote the 
Continued next page 
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machine in other areas after the initial 


launch date. In the future, we definitely 
want to connect a DVD player and we are 
thinking about working on a modem option 
as well. The DVD attachment is likely to be 
based on the same technology as the 
Panasonic DVD player recently launched at 
the Tokyo Windows Expo '96. 

Videogame support will be of 
paramount importance now that it is clear 
M2 is being initially marketed as a games 
machine. According to Sakai, Capcom and 
Konami - both major Nintendo cohorts - are 
working on projects for the platform, and 
other companies ( Warp was the first public 
Japanese M2 developer) are believed to 


| 
| 
| 


have signed up. As for Mario-beating launch | 


software, Sakai remains reticent, 'It is not 
official yet. We can only say that, on the 
release day, consumers will not be 
disappointed by the number of titles 


available. There will be more available than | 


there were for the launch of the N64.' 
As well as initial software support, price 


will "be an important factor in the machine's 


sutcess. and Matsushita is well aware that. it 
needs to keep the price ‘down to iris 3 
gamers, The PlayStation was released | 
Y34.800 (£20). the Saturn at ¥40, Q0: 


ma : | 
in Jap rs silicon valley in Osaka |. 


explains Sakai "Now, these two machines 
are being sold at-around Y20.000. We plan 
to markét the M2 ata lower price than the 
PlayStation and the Saturn when they were 
released. Even if we lose money on. the- 
hardware, we want to release it at à price 
that will allow us to reach the maximum 
amount of consumers. Based on a 
competitive consumer price, Matsushita 
hopes to sell between 1,000,000 and 
1.500.000 units in the first year - perhaps 
even two to three million if the production- 
line capacity will allow it. This is an 
ambitious figure considering that only 
around 500,000 3DO multiplayers were 
sold in its first year. 

On the subject of the ailing 3DO console. 
it seems that Matsushita is trying its best to 
distance M2 from its slightly embarrassing 


Hi 


. upgrade for existing 3DO units]. but nothing | 
/\ has been decided yet.’ Furthermore. 
"although two software projects were 


Auspicious 64bit platform. Sakai is certainly 


“polygons, etc. The M2 will bring the same 


Matsushita's Sakai: The 32bit 
improvements to game making -. 
the M2 will bring the same 
 J—— but ata higher (evel 


AMOUR 


parent. '3DO software will not be able to' 
run on M2 “it will not have.any upward 
compatibility. explained Sakai;.'We are now 
haviné internal talks about the best way of 
intfoducing a 3DO accelerator [ie an M2 


mentioned by Sakai (a Doomstyle shoot | 
'em up.and a racing game). no réference 
was made.to Studio 3DO, the-original 
developer of-these titles when M2 belonged 
to 3DO. Whether these titles have now been 
taken in-house in ápan isn't clear although 
it's more likelythat Matsushita has its Own 
plans for internal software development. 

Despite some uncertainties, it looks like 
the-M2 is shaping up to becomé an 


very confident, The 32bít generations 
brought some real-ímprovements to game 
making: nice graphics, good sound, lots of. 


capabilities, but at a higher level. Personally. 
I doubt that we can only consider these 
factors when designing games - gameplay is 
also very important to the player. Just 
considering graphical quality, though, 

the M2 will fully satisfy players.’ 

If Matsushita's machine finally lives up to 
Hiroyuki Sakai's rhetoric, the Nintendo 64 
could well soon be facing its first rival - 
rival that promises more than just three 
games at its launch and one that will 
eventually feature modem and Digital 
Video Disc compatibility. 


VF3: Sega and Suzuki 
come out fighting 


d" T 
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Sega gives the Japanese its first chance to control the world's best realtime graphics 


t a private exhibition held regularly 
A for distributors near its Tokyo 

headquarters, Sega recently gave 
arcade distributors, Japanese games 
journalists and selected videogame designers 
their first chance to play an advanced 
version of Virtua Fighter 3. The long-awaited 
sequel to one of Japanese arcade gaming's 
sacred cows was one of three major coin-ops 
on show with Sega Touring Car 
Championship and Wave Runner also on 
display. Sega obviously placed some 
importance on the show as the head of its 
AM department; Higashi Suzuki (no 
relation to Yu) was on hand to-personally 
introduce the games to.selected visitors. 

Virtua Fighter 3 designer Yu Suzuki also 

put in an appearance on the second day of 


Pai fights with Jeffry atop a Chinese restaurant. Pai's high-kick shows 
off the motion blur effect, a new feature for the Virtua Fighter series 
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Yu Suzuki 'takes on 
allcomers' at the first 
public playing of VF3 


Different strokes 


introduced in Virtua Fighter 3 


( Umenokouji and 


terrain for arenas and a new 


characters block and 


the show, gave a 40 minute talk on the 
game and then proceeded to take on 
allcomers at his new coin-op. The Model 3 
board running VF3 will be housed in à 
variant of the existing Model 2 PCB cabinet, 
which will be lower and boast a slightly 
larger screen and four buttons (for a more 
detailed preview of Sega's latest arcade 
giant see page 98). 

Suzuki wasn't the only Sega notáble 
showing his face - Tetsuya Mizuguchi. head 
of Sega's nascent AM Annex division was 
demoing his latest game. Sega Touring Car 
Championship (for more on the game 
check out Edge's repórt on Mizuguchi's team 
starting on'page.52 ). The 60% complete 
racer was in its impressive finished hydraulic 
cabinet. Making a.simultaneous splash was 
AML's Wave Runner (see page 99). which 
possibly outclasses the two-other jetski 
coin-ops in development, Namco's Aqua Jet 
and Konami's Jer Surfer. 

Finally, two other games running on 
Sega's ageing Model 2 board were also on 


Suzuki shows the punters how it's done | 


The fully-finished Sega Touríng Car 
cabinet housed a 60% complete game 


display at the exhibition. Sega showed their 
own moderately pretty sports title. Dynamite 
Baseball, which features a roster of domestic 
Japanese teams, and Jaleco's Super GT 24 
Hours (E34), which has already debuted in 
Japanese arcades, was also present. It 

seems that once again Sega has reaffirmed 
its position as the world's premiere 

coin-op designer. 


This Ultimate Play The Game — 


title for the Spectrum 
managed to create a 
completely new genre in 
videogaming and force game 
developers’ heads to turn and 
gasp. how do they do thar?" 
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It 1s... 


The isometric 3D arcade 
adventure Knight Lore. Sandy 
White's less impressive 3D Ant 
Attack came first. but 
Ultimate's title set the agenda 
for games such as Climax's 
Dark Saviour (see page 42.) 


NINTENDO 


Seta's Rev Limit (left), its golf game based around the famous St 
Andrews course, and helicopter shoot 'em up, Wild Choppers (right) 


ollowing rumours of a US Nintendo 
F 64 launch price drop, Edge can 

confirm that on September 30 the 
64bit console will be retailing at $199 - a 
figure that matches the current prices of 
Sony's and Sega's machines. We are drawing 
a line in the sand and. making sure everyone 
understands we are serious about this 
market. said a Nintendo spokesperson. 

Whether this new reduced price reflects 
any prelaunch jitters on the part of the 
Japanese company or 
whether it's justa 
case of determined 
Nintendo bullishness 
is. of course. open 
to question. 

Another early 
question mark 
hovering over the 
N64's American 
launch concerns the 

details of the September 
release schedule. After initial warnings from 
Nintendo itself of possible shortages of the 
console. it seemsthe Japanese giant has 
been surreptitiously reassuring certain 
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i N64: Nintendo draws 
$199 ‘line in sand 


Nintendo of America prepares for a 64bit whitewash 


retailers that it-can supply enough units to 
satisfy whatever prelaunch reservation 
demand exists. 

Over in Japan. the number of planned 
releases for the N64 continues to grow. 

As Edge reported last issue; NCL's slated 
releases for the rest of the year include 
Wave Race 64, Mario Kart 64, Star Fox 64 
and F-Zero 64. Since then Edge has learned 
of more titles in the pipeline including three 
games from Seta - Wild Choppers. Rev Limit 
(see page 40) and a golf game - that 
seemihgly came from nowhere. 

Edge also contacted Boss Game Studios 
over rumours that the company was working 
on an N64 title called Top Gear Rally. The 
following day. the American firm issued a 
press release confirming that it was working 
on the-project and then posted screenshots 
on its Website. 

Other titles to come to Tight include 
Epoch's Doraernon - a Japanese 
anime/manga license set in a vaguely Mario 
64-esque 3D world ~and Wonder Project J2 
from Enix ~a follow-up to a Super Famicom 


original which, apparently, involves £ 
teaching a puppet to do tricks. 


NCL's chairman, Hiroshi 
Yamauchi, recently 
delivered his annual 
speech on the state of 
Nintendo and laid out the 
defence for the 
company's N64 strategy. 
‘It's been more than ten 
years since our industry 
first discovered the 
dangers of flooding the 
market with substandard 
product. Now history is 
repeating itself,’ he 
stated, in an attempt to 
rubbish the opposition 
and provide justification 
for Nintendo's skimpy 
N64 release schedule. He 
went on to add that ‘the 
release of four or five top 
quality games per month 
for Nintendo 64 is the 
proper approach, both for 
games players, and the 
company’s continued 
financial success.’ 
Yamauchi went on to 
announce that Nintendo's 
overall annual revenue 
had declined from $3.9 
billion to $3.3 billion. 
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New N64 titles in development (from left): Enix's 
September), Epoch's Doraemon and Kemco's Top Gear Rally (SGI shot), in the works at Boss Game Studios in the US 


Wonder Project J2, NCL's Wave Race 64 (to be released in 
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According to | lataquest, 
number of handheld 
computers sold last 
year: 773,000 

Penguin Box KS” yearly 
profits: £34m 
According to the book 
Skies \ l sed 


pen 
I 
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Minds by Nick Pope, the 


estimated number of 
Americans who have 
taken out insurance 
against alien abduction: 
35,000 

Number of cigarettes 
smoked worldwide 
every day: 15 billion 
N64 shipments in Japan 
after nine weeks on 
release: 800,000 

US cost of cold war 
(1948-1991) 
$12,800,000,000,000 
(source: CDI Military 
Fact id) 

According to the 
Cosmopolitan guide to 
working in retail, 
percentage ol 
McDonalds junior 
management positions 
held by women: 31% 
Number of pairs of 
knickers sold each year 
by Marks and Spencers: 


ber of pi ople who 
led the Uasis 


Percentage of the UK's 
population that applied 
for tickets: 5% 
Percentage of calls 
made on the B1 
network through 
Demon: 1 
Number of vacuum 
tubes contained within 
the US war 
department's 1946 
Electronic Numerical 
Inteerator — an early 
forerunner of the 
omputer 18,000 
(from Digital Creativity 
by Owen Kelly) 
Number of failed or 
surplus diskettes thrown 
away by computer users 
everyday: 3-4 million 
(source: Green Disk) 
Number of Superscap: 
VR pre ducts installed 
worldwide since 1986: 
150,000 
Perce ntage Ol pe 
malfunctions due to 


electrica! faults: 70% 
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3D0 pursues new 
software strategy 


The 3DO Company records its first profits and announces a multiformat strategy 


espite a quiet summer on the 
software front, The 3D0 Company 
has kept itself busy with a number 
of developments. Some 17.000 people have 
already played an early version of its multi- 
user Internet game, Meridian 59, with 3DO 
predicting ‘millions’ will play the finished 
version to be released in the autumn. 

3DO has also announced that its in-house 
development team, Studio 3D0, will produce 
games for the PC, with ten titles slated for 
release this year. They include Strife, an 
ambitious mix of Doomstyle play mechanics 
withra role-playing adventure plot: the self 
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explanatory 3D0 Games: Decathlon and the CEN ii "Looking for a uit of armor and shield ot TOS fountain." Hit 
Game"Guru cheat utility-In a similar vein, Zomholio broadcasts, “basen we can sead 17 { 
Acclaim is.to release three 3DO games on pains . 
the PlayStation and Saturn - Star Fighter. i Mamina ED, 
Killing Time.ánd Battlesport - with the latter | 
title also set for a PC release. RHET 

Its also been revealed that 3DO has usc pr ee The 3DO Company's multi- 
acquired New World Computing, developer ALT user Net game, Meridian 

: nU el * : 59, currently has 17,000 
of the Might & Magic series'of RPGs. And the S, " ; 
* et uh e: ople playing it. The first 

company has shown revenues of $14.7 i aw serles of turnarounds 
million for the quarter ending March for the US company? 


311 and a net income of $1.2 million, 


)nline merger starts - 
Net gaming war 


The marriage of twó online services equals trouble for the competition 


Entertainment Network). We are'still the 
only service which I believe has‘a number of 
exclusives on the PC side.’ 

Once the technology ís in place, the war 
will become one of pricing and content, TEN 
is already -boásting a number of ‘exclusives’ 
(most notably Duke Nukem 3D). while 
Mpath is known to have deals with id 
software to offer Quake. Catapult is largely 
alone in the console world, although it is 
expected that both Sony and Nintendo will 

match Sega's NetLink initiative and 
attempt to set up some form of 
proprietory gaming network. 
Whether or not any full-scale, 
multiplayer online gaming service 
will be up and running before 1997 


" is still unclear but this move 
iy has to be a step in the E 
~_right direction. 


n the ultra-competitive US online 
gameService market, two 
combatants have formed an 
alliance/MPath Interactive ( provider of the 
imminent MPlayer game Service) and 
Catapult Entertainment (the company 
behind the pioneering X-Band service) have 
inked a deal worth an estimated $5-$10 
million. The new company will continue 
under the name of Mpath Interactive. 

‘The powerhouse company we are 
creating will set the agenda for the 
online game industry, said 
Catapult's president, Adam Grosser. 
The competition, however, was 
quick to respond. ‘I have to assume 
they were in trouble or they 
wouldn't have done it, commented 
Daniel Goldman, founder and 
chairman of TEN (the Total 


The combined force of 
MPath and Catapult 

should provide a | 
powerful online service 


EDGE magazine October 1996 


As part of its increasing 
push into the 
consumer/SoHo market, 
Apple Europe has just 
launched a range of 
Macintosh ‘solutions’ 
based around Performas 
powered by the latest 
Motorola/IBM release, 
the PowerPC 603e. Apple 
represents a 272% 
performance increase on 
last year's model. Top of 
the range is the £2,299 
Apple Creative Studio 
with a 200MHz CPU, 
24Mb RAM, a 2.4Gb hard 
drive, built in 28.8Bps 
modem, 8x speed 
CD-ROM and a hefty 
amount of software. 
Gaining the most 
attention, though, is the 
stylish ‘Black Mac’, 
otherwise know as the 
Family Macintosh. Based 
around a 180MHz 
PowerPC 603ev, it's 
similar to the 200MHz 
model but with a 1.6Gb 
hard drive, 16Mb RAM 
and less software. It will 
retail for £1,699. 


news 


Apple embarks on strategic 


gaming initiative 


market very late in the day. 
adopting a laissez faire attitude that for 
many years saw games software appearing 
on the platform in a haphazard, intermittent 
way. Now, with a new range of PowerPC- 
based Macs aimed squarely at the domestic 
market, the games kitchen development 
sessions. the onset of Pippin and the 
development of its cross-platform Games 
Sprockets set of APIs (see sidestory, right). 
the company is self-evidently taking the 
games sector seriously. It can't-do all this in 
isolation, though. and the manat the sharp 
end trying to persuade developers to port or 
create software for the platform is Mark 
Gavini. The-brief is simple: ‘My mission as 
the games evángelist is to make sure that 
the best of class games are always on the 
Macintosh and wherever they are cross- 
platform that the best version is the one on 
the Macintosh. he says. 

From a technical standpoint, Gavini 
insists that with the sheer horsepower of the 
PowerPC CPU the job is simple, andthe Mac 
is now seen generally as having the potential 
of a really good’ games platform. Harder, 
though. is overcoming the perception that it 
is financially unviable to publish on the Mac. 

‘I can come back and show you figures 
that will show the Macintosh games titles 


Edge talks to Apple's games evangelist, Mark Gavini, about the future of Mac gaming 


y its own admission Apple gave 
serious consideration to the games 


MY MISSION AS THE GAMES EYANRELDI, I5 70 MAKE SURE. THAT. WE. 


market in the United States is worth $100 
million of revenue. It's not as big as the 
Windows market but it's easier to be 
profitable with a. Macintosh title, especially if 
you ve already developed it for another 
compüter or youre doing.it at the same 
time. Basically your development costs for 
the-game-are-being written into the financial 
model for the PC title. So if the game is 
developed. marketed and published on the 
PC. to bring that title to Macintosh is often a 
very minimal effort of converting it to run 
on the Mac, then tweaking it for our 
operating system, then adding the additional 
features that we can offer like speech 
recognition or things like that. 

Gavini adds that it's less expensive to 
market a Mac title too - due mainly to it 
being a smaller market - by a factor of up to 
50%. He's also very keen to nurture the 
development of Mac-first software (such as 


ARE CROSS-PLATFORM THE BEST VERSION fs THE ONE ON-THE MAC 


vinh. Apple's gar 


Bungie's ultrá-successful. Marathon series ) 
and is actively pursuing some of the big 
names in PC development where he thinks 
that the lure of ( relatively) easy profits 
should be a big incentive: 

One of his key initiatives, though, is 
increasing Apple's focus on Europe, where 
the-company has a history-of 
underperforming in relation to the US. 
"That's why we're so keen to work with the 
European developers to do European-native 
titles, done by Europeans that will hopefully 
appeal to the European market. 

Part of the reason for this Euro-centric 
push is probably down to the imminent 
arrival of Pippin, a platform that Gavini 
interestingly speculates has more relevance 
to the European market than the American 
one. ‘Pippin fits in actually a lot more here 
in Europe because there's more of an 
interest in the platform due to the 


SEE, eam 
evelopment, San 

from Antennahead 
Industries, uses Apple's 
SoundSprocket to 
provide the game with 
3D stereo sound effects 


Freeverse Software's 
Hearts Deluxe uses 


speech recognition 


difference in the number of computers in 
_ Mac Sprockets - the home market here. In the US they ve 


kind of topped out. with about 45% of 


One of the keys to any households in the States having personal 
future success of the Mac computers in them, whereas here you 

as a games platform lies don t find that high percentage. So. there's 
in the Games Sprockets much more interest in a device that is 
iipoytenel APIs. ‘The computer-like and has the promise of doing 


a lot more computer tasks, but which falls in 
that same price range. 

Gavini also promises there will be ‘quite 
a few titles available at launch. a mixture of 
Pippin-specific software and Mac ports. 
Apple has taken great care in making the 


all the cool stuff and the guidelines for Pippin development simple. 
other one is the obvious and that, coupled with developers porting to 
stuff that should have what essentially is a known system ( the 
been fixed a long time MacOS). will hopefully prevent titles 

ago. The cool stuff becoming bogged down at the beta stage. 
includes QuickDraw 3D Once you get past the restrictions on the 


hardware, such as the amount of memory 
available and the fact that it runs off a CD - 
you can't have all this caching to the hard 
drive or whatever - once you get past 
that-and-youre able to convert your 
graphics to look good on a television 
screen, then-there's really no 
problem in getting your titles 
over. Once they establish all that 


RAVE, the 3D acceleration 
and 3D 


Mark Gavini, Apple's games evangelist, 
believes the Mac is in a very strong 
position to attack the games market 


does Gavini feel that-Pippin will compete in 
pure hardware terms against the Saturn, 
PlayStation or Nintendo 64? 


speech recognition and 
things like that. The 
obvious things are things 
like a standard way to 
connect to a joystick, 
standard and easy ways 
of customising a screen, 
bit-depth and colour and 
the menu bar and stuff 
like that. Those things 
should have been fixed a 
long time ago.’ 
conjunction with 25 of 
and having the Games 
Sprockets and game 
development kitchens in 
place, Gavini is bullish 
about the future. ‘I'm not 
sure whose research it is, 
games market in the first 
quarter grew at over 

rest of the year we were 
growth at 60 to 70% per 
quarter. | would expect 
that growth to continue - 
that we will either 
surpass or maintain the 
same growth rate of the 
Windows market.' 


‘In terms of hardware capabilities I 
developers brought over a CD think it competes very well/because of the 


it’s really quite easy. One of our 
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that he developed without having a Pippin. PowerPC microprocessor in there and the 
because the guidelines were so clear and graphics capabilities of the Pippin: Descent 
made it so easy to do. It booted up on will be one title that runs on the 
a Pippin first time. PlayStation, Mac and Pippin. Another 
Apple has always been keen to advantage of the Pippin is that it has 
point out that Pippin is more than a SVGA so you can hook it up to a 
games machine. The problem is that computer monitor and get the better 
other systems marketed along these resolution. We should be able.to do 
lines as multimedia players. have failed pretty much everything they do. The only 
conspicuously due to their purchasers also exception might be the custom graphics 
wanting gaming capabilities on a par with things that the consoles do because of E 
the more mainstream games consoles. How their specialised chips.’ 


Blizzard Software's Mac version of 
WarCraft Il is also using Game Sprocket 
technology to enhance the conversion - 
additional 3D sound is already in place 
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€J news 


Tanzanian Real World 
musicians, Hukwe 
Zawose, played during 
the launch of Eve 


DONO 
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Eve features work by 


famous artists. Cathy 
de Monchaux (right) 
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Two of Eve's mysterious 
graphical domains. 
There are many more 
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ultimedia stalwart and veteran pop 

musician Peter Gabriel has 

re-entered the CD-ROM fray with Eve, 
a project he describes as, ‘an interactive 
music adventure which explores, in a playful 
way, the eternal riddle of the relationship 
between man, woman and nature. Inia 
packed press conference held at his Réal 
World recording studios in Box (just down 
the road from Edge's offices) thé rock star 
outlined his intentions of givirig everyone the 
chance to be an artist. 'Multimedia is à 
wonderful place for investigating art as a 
tool kit and that's thé direction I want to see 
things go. Reople’can then become part of 
the creative process in this way. said the 
aspiring digital visionary. 

The.disc, previewed in E36, is essentially 

a point-and-click adventure, but with better 
music and some sumptuous visuals. The 
story revolves around Adam and Eve and 
uses them to examine mankind's search for 
love. During the course of the adventure 
there are several surreal visual worlds to 


explore.ánd a number of Peter Gabriel 
soundtracks to find and listen to. 

Eve is an incredibly ambitious project for 
Gabriel and his Real World Studios. The 
product contains the work of four 
internationally renowned artists and 
reputedly cost around £2 million to develop; 
But will the disc manage to recoup that 
investment when it is released later this 
year? The multimedia CD-ROM market is 
notoriously shaky and very few titles go on 
to make a considerable profit. 

Gabriel's last CD-ROM, Xplora 1 (sée 
news, E5 ) was successful, but it was also 
released when the market was ints infancy. 
Although Eve looks interesting»dt may take 
more than ‘strange musical. landscapes and 
‘evolutionary gardens with natural portals’ to 
prize PC users away from their copies E 
of Command & Conquer. 
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The user can employ this screen to 
embellish tracks with musical samples 


Light and colour are 
used to great effect 


Contributing artists 


four, highly regarded 


Helen Chadwick, Cathy De 


Nis-Üdo - whose highbrow 
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WICKEDLY FAS 
MIND-BLOWING 
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From the people who brought you Matrox Millennium, the 
world’s favorite graphics accelerator, comes the next wave 
of graphics innovation for your home PC. 


Discover the new Matrox Mystique. At last you can experience 
truly immersive, wickedly fast 3D game play with all the high 
resolutions and colour depths you've come to expect. 


With Matrox Mystique’s lightning fast 3D texture mapping 
engine, you can finally accelerate the avalanche of Direct 3D 
games coming to market. You'll also get the world's fastest 
DOS game play with its 32-bit VGA core. 


Immerse yourself in no-compromise 3D game performance 
with up to 30+ frames per second at full screen and in real- 
istic colours. That's twice as fast as the competition's 3D 
decelerators. And for the ultimate gaming solution, add on 
Matrox Rainbow Runner Video to play your PC games right E es PLI. TN 
on your big screen TV! 63 s NIB... SR ew] 0m, 

More than just another 3D game accelerator, Matrox Se © Zs, Aga C Ha wb 0 Q3 .u9 2 
Mystique integrates blazing fast Windows, video and DOS 
acceleration into a single board for the most complete 3D 
entertainment and multimedia solution. 
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Make obsolescense a thing of the past. Add more memory 
for 4 MB of gaming power or enhance your video perfor- 
mance by adding on the Matrox Rainbow Runner series of 
video upgrades. (Available Q4 1996) 


Video features include hardware MPEG playback. Grabbing 
still video frames from your VCR or video camera. And 
watching TV on your PC. 


So dont settle for anything less. Transform your home PC 
into a complete 3D entertainment and multimedia system 
with Matrox Mystique. Starting at £135 ESP (2MB PCI) 
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01793 44 12 13 BEP: [wi ww. bereit Bp han a 

Matrox (UK) Ltd. 6 Cherry Orchard West. Ker y Park, Swind 
SN2 6UP Fax: 01793 44 11 99 BBS 01793 48 99 6 

*Retai version only 


Juan Montes 
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ack in 1994 Sony had few in-house 
R software development resources. In 

Japan there were funded teams 
working under the auspices of SCE. while in the 
UK the situation was even less inspiring. But that 
was all about to change. The creation of Total 
NBA was the turning point Sony Computer 
Entertainment had been waiting for. 

Which is where Juan Montes came in. 

Given the title of general manager of software 
development. it was Montes role not only to set 
up a credible in-house team in London but also 
to ensure the quality of subsequent thirdparty 
releases. His initial decisions must have caused a 
little worry within the company. First of all he 
chose to recruit recent graduates for the team 
rather than hardened videogame veterans. 
Second. the first title to be developed under him 
was a basketball game: his totally European 
team actually had to be taught the rules before 
they could begin work on it. 

The risks. of course. paid off. Total NBA was 
massive and the team's current developments, 
Porsche Challenge and Rapid Racer (see page 
36) look set to follow it into the PlayStation 
hall of fame. Although much of this success is 
down to the talents of the designers. part of it is 
down to the atmosphere of creative freedom 
which exists in the London office. an 
atmosphere precipitated by Montes. 


Edge What was it like when you joined Sony? 
JM I was brought into the company two years 
ago when it was still called Sony Electronic 
Publishing. We had Psygnosis working closely 
with us and Phil Harrison and other people 
were doing all the evangelising to the 
development community. trying to get people to 
be aware of the PlayStation and to sign up as 
developers. My role at the time was to get the 
PlayStation out to thirdparty developers and 
people within the company. 

Edge Part of your responsibility concerns 
thirdparty development: What is your role here? 
JM When it comes to approvals we can look at 
products before they are finished and tell 


internal development so he's moving into the 
role of producer. one has been writing reviews 
for magazines for a number of years, another 
one works for one of the big retail chains buying 
products and dealing with publishers. I think 
having a buyer and game reviewer is a good 
mixture: the retailer will have to decide on 
money and shelf space. the reviewer is only 
interested if the game is any good. 

Edge How do developers react to rejection? Are 
they happy with your conclusions? 

JM Most developers think that what they are 
submitting is an ‘A’ product - how they react to 
criticism very much depends on who you re 
talking to. If you talk to the development 
manager, then they may not take the bad news 
that well. very often because they are under 


Juan Montes development team at Sony has two games in the pipeline - Rapid Racer 
(left), a water-based racing game and Porsche Challenge, based on the sports car (right) 


pressure to get the product out. We try to get 
people to involve us ideally twelve months 
before release so that we have a chance to 
comment. At the end of the day. though. they 
can do what they want. it's their money. it's their 
funding. it's their project. All we can do is give 
them the benefit of our experience. 

Edge Do the game ideas that your own internal 
developers come up with go through the rhree 
game analysts? 
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developers you need to do this and that before 
it gets to the final date. The feedback I have 
had from third parties suggests we have done 
more than just a good job in this area. Our 
approach is, to some extent. more friendly - we 
work with them rather than against them. 
Edge In what ways do you judge the designs that 
external developers submit to you? 

JM We have a small group of people who I call 
game analysts: they evaluate every product 
proposal and every final product that comes to 
us. They don't accept or reject games or give 
them marks out of ten. what they do is spend 
plenty of time on the games trying to 
understand how innovative they are going to be 
when they're developed. how do they compare 
with other games on the market. how do they 
take advantage of the platform - are they 3D. 
are they realtime. etc. 

Edge What are their backgrounds? 

JM One of them is spending more time now in 


peopie eave you alone 


JM Yes. I get them involved in both the 
discussions and the reviews. I set up a discussion 
on the first Friday of every month, and at those 
meetings you can tell just by watching peoples 
body language if. when an idea comes up. they 
dont like it. or are indifferent. or excited. If 
there's no interest, you soon know because the 
discussion ends. However. often ideas come up 
which prompt people to say. ..oh yes and 
wouldn't it be great if... If that happens a lot, I 
ask the two people who are most excited by the 
idea to go away and expand on it. perhaps come 
up with character designs. so the next time we 
have more to show. This is where it's valuable to 
have the games analysts present: someone may 
say that idea was used in a game in 1989 - it's 
old hat. As an example. two or three people 
tried to come up with Resident Evil mixed with 
Doom - the ultimate game. with a good script. 
etc. But you have to put it to the test and ask. 
how will the camera work, how will you cope 


profile 


with the limitations of each game when you re 
trying to combine more than one genre. 
Ed»e Given the difficulties in coming up with 
new games, why do you think the internal team 
has been so successful? 
JM Because we concentrate solely on the 
PlayStation it is easier for us to achieve certain 
things. For most other developers. at the time 
they are designing the product and writing the 
code. they also have to think about writing 
utilities to move graphics from one platform to 
another. In our case it's all pretty much focused 
- we know what we can get out of the 
PlayStation: we may not know all the tricks. but 
we can achieve a much higher level of realism. 
Furthermore. something we've tried to do is 
get a mixture of styles. most of our team are 


young and from the UK. but some come from 
Norway. France, Scotland. Italy. Weve managed 
to employ a wide spread of different people 
who have a different approach. different ways 
of thinking - and this reflects in their work. 
Edge Your in-house quota of games per year is 
quite low - how do you plan to evangelise your 
ideas about quality PlayStation releases? 

JM We're working closely with some external 
developers to compliment our in-house work. 
Right now we have three companies for whom 
we have funded projects: we want to get 
developers who think along the same lines as us. 
and. in many cases. who haven't made a big 
impact in the market yet. Through providing 
those developers with resources. equipment. 
plenty of production time and developer 
support. we re trying to raise the level of the 
content they are developing. so they can produce 
games with a similar impact as our own. 

Edge Considering your success with Total NBA 
are you going to stick with employing 
newcomers to the industry? 

JM We're trying to employ people who challenge 
each other and who challenge me. We have lots 
of people from different backgrounds. and I 
think that's healthy - all the game ideas that we 
have in development or that we're looking at for 
the next set of products (I always like to have at 
least three ideas on the table at any one time) 
come from the people we have here internally. 
There's nothing within Sony which says that the 
senior management in Japan or anywhere else 
can tell us we have to do a game in this genre 
or by this quarter. Sonys a huge company that 
provides all the funding. but the rest is up to the 
people here - if you produce the goods. 

people leave you alone. 


17 


fore on Saturn 
and PlayStation... 


“The best golf game ever” 


9 out of 10 “The best golf game 
on the PlayStation so far” 


90% “If you want a golf game for 
your PlayStation, look no further 
than this” 


4 out of 5 “The best PlayStation 
golf game” 


8 out of 10. PlayStation 
Star Player Award 2-2 
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Coming Soon 


PlayStation 
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George Zachary, who, 
when working with 
Silicon Graphics, was 
interviewed in Edge 
29, is now a partner 
at Mohr Davidow 
Ventures, a venture 
capital firm working 
in new technology 


ore MIPS or more chips? 


n the world of videogaming, most people believe that 
sophisticated gameplay and realistic graphics sell each 
new generation of software. In the world of 
semiconductor chips, most people believe that Moore's Law 
(performance doubles every 18 months) sells each new 
generation of hardware. Since chips perform the computations 
that act as the bedrock for gameplay and graphics, one can see 
that ‘better’ chips probably means ‘better’ games, especially given 
the horsepower-hungry computations necessary for the kind of 
graphic realism consumers demand. This leads to the current 
debate among hardware designers over whether current and 
future Pentium MMX processors can do the job alone, or will they 
continue to require graphics adaptors, and where in the 
computer's architecture the next generation of adaptors will 
reside, In my view, the CPU can't do it alone. 

In terms of the game logic, running routines on the CPU is 
the wise choice, especially since there is a stream of general 
purpose CPU performance improvements coming that is perfect 
for game logic. When it comes to multimedia and graphics 
routines, however, you have a choice between either writing 
software routines for the CPU, or adding some form of speciality 
hardware. Applications and graphics routines, on the other hand, 
have such completely different instruction set behaviours that 
working from software quickly clogs a CPU's pipeline. On 
workstations, this is solved by adding an extra chip: a custom 3D 
graphics ASIC (application-specific integrated circuit). This chip 
enables the CPU to go on its merry way, computing the overall 
logic of the simulation, while the ASIC performs the polygon and 
pixel operations. The VGA adaptor in your PC at home performs 
much the same function when you move screens around in 
Windows — the adaptor handles moving the pixels, while the CPU 
is free to run the application. 

But when looking at semiconductor history, it's evident that 
this kind of functionality passes through a process involving the 
underlying chips themselves. First, functions like polygon 
operations show up as custom ASICs. Then the function is taken 
over by more general purpose digital signal processors (DSPs) 
surrounded by custom gates. Functions then become built into 
the CPU with some off-chip custom gates. Finally, everything runs 
in the CPU except for any remaining analogue functions. As CPUs 
become faster and can handle more functions, the CPU becomes 
a black hole pulling in functionality from across the motherboard, 
and wins this functionality tug-of-war when it can accomplish the 
task ‘good enough’. This is what happened to the floating-point 
co-processor chip market. This once prosperous market has been 
consumed by CPU giants because floating-point functionality was 
generic, necessary for a wide range of applications, and was 
neatly integrated into the microprocessor. 

Now we find this happening to MPEG decompression 
routines. The market for hardwired MPEG-only PC chips is drying 
up as Intel's CPU starts to absorb more of the functionality. Even 
modem functions, sound synthesis, and 3D graphics functionality 
are now edging closer to the CPU blackhole. But they won't be 
consumed for a fundamental reason: one of the instruction set 
areas that multimedia requires is with multiply/add instructions, 
which makes up the basic staple of 3D polygon processing, 
MPEG intra-frame processing, and, not coincidentally, modem 
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pixel processing hardware needs a dedicated, multistage 
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As CPUs grow ever-more-powerful and 
incorporate the functions of specialised 
chips, former Silicon Graphics man George 
Zachary asks if the days of the dedicated 
graphics processor are numbered 
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functions and sound synthesis. Until recently, this was the sole 
province of off-CPU accelerators. CPU manufacturers are trying to 
change this by offering basic multiply/add instructions as CPU 
enhancements, and, to an extent, this will result in more 3D 
polygons/second and more MPEG frames/second. 

It won't begin to approach, however, the levels necessary for 
the higher quality images which will drive consumer demand, 
especially in the game market where the main attraction to buying 
the latest software is because it looks ‘way cooler. This is 
especially true when you consider that multimedia itself, much 
less a CPU-based approximation, hasn't even reached the 'good 
enough' point yet — that won't happen until multimedia looks the 
same on screen as it does in the physical world. 

These higher quality images rely on complex pixel processing 
hardware which won't appear on CPUs. The reason for this is that 


hardware pipeline, and a CPU is the worst economic and 
architectural place to put this pipeline. A general purpose CISC 
processor, like a Pentium, has an instruction set that must, by 
necessity, support a wide range of applications. Adding the very 
specific operations like multiply/add required for pixel processing 
simply loads down the CPU with instructions few applications will 
use (floating point operations, remember, integrated to the CPU 
so well because a wide range of applications could benefit). This 
also means that pixel processing must wait its turn in the 
processor cycle. 

Therefore, there must be some form of multimedia 
accelerator to handle the high-quality images consumers want. 
Console vendors have figured this out already and have prioritised 
their silicon budget to multimedia processing, not CPUs. PC 
vendors will pick which broad multimedia accelerator to offer on 
the motherboard to compliment the Intel Pentium MMX. Expect 
one or two multimedia chips to survive by offering low prices 
(less than $150), broad multimedia functionality (including 
modem and sound functions, since they share instruction sets 
that are similar to pixel processing), and the support of the next 
mega-hit game. 

In 20 years, CPUs may boast the raw speed to handle all pixel 
processing on its own. But by then we'll have moved 
from 2D pixel processing to 3D voxel processing, and the E 
debate will rage over ways to accelerate those operations. 
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Zachary favours the custom chip approach to pixel- 
processing as shown in the SGI co-developed N64 
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With a Web site, 
a potential 
audience of 
millions can be 
reached, 24 
hours a day, with 
very few 
overheads. For 
game companies, 
then, providing 
free previews of 
games on the Net 
must be the 
perfect 
advertising tool. 
Or is it? 

Edge looks at 
the down side of 
downloading 


ver since the flashy WWW portion 
E of the Internet became available, 

companies have predictably 
viewed the service as a massive, transglobal 


advertising opportunity. For software houses, 


providing downloadable demos on their 
Web sites has proved a major part of this 
opportunity. The benefits are, of course, 
immediately obvious. For a start, the game 
itself gets promoted — as Colin Gordon of 
Boss Game Studios points out: ‘It depends 
on the game, but if you have a cool idea 
that's hard to get across, then the Web 
demo works. If the game is well received, 
then a lot of people will get to hear about it 
and play it.” A downloadable demo, then, 
can show things about a new game, and 
capture a potential buyer's imagination, in a 
way that words alone cannot. 

Including downloadable elements on a 
Web page also attracts people to it. After all, 
most videogame sites are little more than 
glorified advertisements, packed with new 
release info — hardly particularly rewarding 
content. However, put a demo on the site 
and you're giving Net users something in 
return for their attention — it's like bait, used 
to reel in unwary consumers. Better still, if 
new demos pop up frequently, visitors have 
to keep visiting the site, so exposing 
themselves to the company's merciless, 
inexpensive advertising on a regular basis. 

But the recent experiences of two 
companies have pointed out the hidden 
dangers of this speciously foolproof 
gimmick. To start with, giving away too 
much of a game can have a disastrous 
effect. Eidos Interactive, for example — the 
company which recently bought Core, Eidos 
and Big Red Software — blames the poor 
sales of PC title Big Red Racing on ‘Internet 
overexposure’. A demo of the game was 
available from Eidos’ Web site months 
before the official release and the decision 
to include a full multiplayer option was 
perhaps integral in both the demo's 
popularity and the full game's disappointing 
sales. Big Red Racing was, after all, most 
fun when played against other people — as 
this element was provided free, incentive to 
buy the finished product was minimal. Yes, 
the buyer would get extra tracks, but when 
you're racing against friends, you don't really 
care that much about the scenery. As Paul 
Fox of Eidos points out, 'Although the Net 
can be great for promotions, if you give 
away too much too soon it can be a 
problem. The Big Red Racing demo was an 
experiment, and, in hindsight, giving away 
the multiplayer element was a mistake.’ 

Sceptics could accuse Eidos of using the 
Web demo as a scapegoat: perhaps Big Red 
Racing didn't sell because of other non-Net- 
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related reasons. However, Stephen Hey of 
Ocean agrees that demos can harm rather 
than help a game's sales: ‘A few months 
ago Ocean undertook an extensive research 
campaign where we interviewed hundreds 


of people, gamers, non-gamers, parents, etc. 


One of the ‘types’ of people we discovered 
lived off demos from cover CDs and the 
Internet. If they really liked a game, they 
would wait for the budget release and buy it 
then. This type of consumer is worrying and 
dents the potential sales of a title.’ 
Furthermore, users can often believe they 
have experienced a game to the full after 
seeing just a couple of levels. As Colin 
Gordon concedes, ‘I for one got enough 
from the demo versions of Duke 3D, Quake 
and Descent, and have never bought them.’ 
One company which has, in the past, 
not suffered at all by providing multiplayer 
demo versions of its games over the Net is 
id. Although shareware versions of both 
Doom and Quake are freely available and 
have been distributed to millions of users, 
the company still saw Doom top the charts 
for months and Quake will no doubt do the 
same. This may be because id has enjoyed 


Featured sites 


http:/ /www.bullfrog.co.uk/ 
Press releases, interviews and 
loads of text and grabs on 
forthcoming titles. 
http://www.domark.com/ 
Although there are several 
downloadable demos and 
patches, this currently messy US 
site is in need of an overhaul. 
http:/ /www.gremlin.com/ 
The most stylish site Edge 
looked at. The retro page alone 
makes it worth a visit. 

http:/ /www.idsoftware.com/ 
The mother of all software 
company homepages. 
Download Quake, Doom, etc. 
http:/ /www.psygnosis.com/ 
Again, plenty of information 
about the company and new 
releases. You'll need Netscape 2 
to get the most out of this, 
though (the Netscape 1 
version isn't updated as 

often, apparently). 
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a rather unique relationship with Net users. 
Shareware versions of Doom and Doom 2 


they sound: ‘Our demos will be flagged with 
warnings for people with slow modems that 
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Net gaming 


were engineered to be easily hackable, they could be in for a shock when they get n ee c 
allowing fans to create editors and build their next phone bill! multiplayer 3D dune designed 
their own maps, and businesses have been There are alternatives to downloadable specifically for play over the 
set up to sell Doom WADs with no money demos as a means of attracting gamers to Internet. 
going to the game's originators. Web sites. Gremlin includes a number of The game is essentially a 

However, that relationship turned sour downloadable 'patches' on its site which MUD-style experience in which 
recently when a hacker managed to access add to already released games (owners of Net users build their own 
id's internal network through the company's Euro 96, for example, can download the characters and then place them 
Internet connection. Hours later an latest team line-ups and new commentary Wa spine un adh INN 

à : . t m world full of monsters, hidden 

unauthorised beta version of Quake was on to go with them). Bullfrog is also looking in donadi aid leaa VR 
the Web and id's previously benign stance to providing a similar service. ‘With are puzzles to solve and 


on the freedom of the Internet and the easy 
accessibility of their code disappeared. 
‘These guys are supposedly fans of ours, 
then they steal from us like petty losers,’ 


Syndicate Wars we are hoping to put extra 
game levels on our site’ says Peter 
Molyneux, ‘and with Dungeon Keeper the 
plan is to put new levels and different 


objectives to complete as in any 
other adventure title, but here, 
of course, players can meet up 
and interact with each other. 


fumed id's Mike Wilson to Next characters up there. Hopefully this will both There are currently 17,000 
Generation, ‘They are just maggots on the please existing players and encourage other ion — 
mucilaginous dung pile of life.’ Perhaps one people to purchase the full games.’ iaito hen nde 
of the dangers of offering so much for free Gremlin, though, has gone further in the own Web sites. Some players 
is that people will take that philanthropy to quest to provide non-demo downloadable have even married within the 


mean everything is free. Could demos be 
breeding an underclass of 'petty losers? 


content. Its site boasts a screen saver based 
on Normality, and, as Leigh points out, 


Whatever the case, id's experience goes to "We've got a 'retrogames' page that contains something that's either an 
show that even a company which has made selections from our back catalogue that run illustration of Meridiar's ability 
to create a remarkably 


free demos an integral part of its success is 
not immune to demo exploitation. 
The Big Red Racing and Quake 


with Spectrum emulators. The first game we 
used was Bounder and this got a great 
response.’ Fuelling the current trend for 


convincing artificial world, or a 
sad insight into the life of the 


average online gamer, 
incidents highlight just two nightmare demo game nostalgia is a smart idea — just as depending on your point of 
scenarios — there are others. Putting out a likely to attract users to the site, but with view. Decide for yourself by 
poor-quality early demo, for instance, may none of the risk associated with demos. visiting the 3DO site at 
actually prejudice users against the product. However attractive the alternatives http:/ /www.3do.com. - 
No matter how often developers may point seem, it is not in the videogame industry's Edge will look at the game in 
more depth next issue. 


out 'this is an early demo' potential buyers 
will still have had their vision of the game 
tainted — the damage has been done. As for 
the 'downloadable demos are cheap 
publicity myth, even that doesn't hold up to 
scrutiny. As Psygnosis' Jim Drewry says, 
‘One of the major disadvantages is support. 
With industry analysts telling us it costs us 
$5 per support phone call, a popular demo 
can cost much more than anticipated." 
Steve Leigh at Gremlin also points out 
that ‘free demos’ are not exactly as free as 


we 


( 


nature to retreat. On the contrary, it is likely 
that over the next few years downloadable 
content will increase dramatically. Colin 
Gordon preaches caution: ‘I think everyone 
is getting really excited about the possibility 
of actually selling over the Internet — no 
packaging, no stock, no customs, all electric 
— it sounds really good. The problem is, the 
people who best know the Net are the 
same people who hack code. Giving this 
kind of person access to your product 
online is just asking for trouble...’ 
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Gremlin's site provides downloadable game patches and a retro page - will these replace game demos? Despite the potential dangers, most 
companies think not. ‘It's an excellent way to get your game in front of a huge number of potential customers,’ says Bullfrog's Peter Molyneux 
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interview 


There are few designers 
who made waves during 
videogaming’s golden era in 
the early eighties and can 
Still be found working on 
high-profile releases today. 
Midway's Eugene Jarvis, 
the face behind 1980's 
seminal shoot 'em up 
Defender and 1995's 
premier ‘Nintendo 64 title 
Cruis'n USA, is one such 
rare individual. 

Edge tracked down 
the elusive veteran at 
Midway's Chicago HQ to 
talk oldies, goldies and the 


future of videogaming 


Continued ngu page 
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s retrogaming becomes a 
greater force in modern 
videogame culture, Edge 
constantly finds itself 
comparing new games to 
old. Certainly, such 
pioneering classics as Defender, Galaxian. 
Pac-Man, Robotron, Asteroids, and Space 
Invaders were great fun at the time, and 
deserve massive credit for breaking new 
gaming ground. But compared to 1996's 
state-of-the-art. do they still really cut 

the mustard? 

Naturally, the conclusion is that some 
still do. and some don't. But the debate is 
only destined to increase in vehemence as 
the retrogaming cult gathers more and 
more momentum. 

One man who's had a videogame- 
insider's perspective from the very 
beginning to the present day is the 
outspoken Eugene Jarvis. Jarvis Defender 
and Robotron are undisputed classics ( he's 
even got his own fanpage - take a peek at 
http:/ /www.cs.uregina.ca/ -bakay/jarvis/ja 
rvis.html ). while his Cruis'n USA is one of 
Nintendo's key titles in the launch of the 
Nintendo 64 in the United States. 

Edge met with Jarvis at Midway's 
Chicago headquarters to talk about classic 
games, old and new. 


EJ No, some of those old games really still 
are a lot of fun. 

I'm kind of biased, but I still play 
Robotron two or three times every day. 
Some of the newer game designers who I 
work with - kids who are just 20 or 21 
years old - are getting into Robotron for the 
first time. They are almost surprised to 
discover that it's got some great action, 
great play mechanics, and, perhaps most 
important of all, I think, great tension. 

The essence of the videogame is 
survival of the fittest. When playing a game. 
it's the game versus just you and your 
survival instinct and that's the most 
powerful instinct a human being has. The 
will to live overrides everything. 

So. in my opinion, the essence of a 
great videogame is to exploit that instinct, to 
really get the players adrenaline going. 


EJ Yeah. If you look at some of the classic 
games - Asteroids, Space Invaders, Defender 


vena Elvis... or the 


- from that era of the early eighties and late 
seventies, they really exploited that survival 
instinct in a very simple and primal way. 
They were tapping directly into your brain. 


EJ Well, in a symbolic way, ‘death’ is present 
in all games, in the sense that you can't 
continue playing. But maybe it's done in a 
less direct way. In Cruis'n USA, if you win the 
race you get to continue racing so you are 
driving as fast as you can to stay ‘alive. 

But when you win the race in a lot of 
driving games. then a big screen just comes 
up and says Congratulations! Game over! So 
that does kind of change the player's 
motive. Now youre after a score more than 
sheer survival. 


EJ Well. I think there were some damned 
good games back at the start, but I'd have 
to say that games like Street Fighter II. 
Mortal Kombat and Killer Instinct are pretty 
damned good, too. So I dont believe that 
all modern games are rubbish. 


EJ What you have to remember is that 
when games like Space Invaders. Karate 


these genres and game styles were formulated. It was like 
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Champ. Pole Position. and Defender were 
first created, they were the very first games 
in that style. Nothing like them had ever 
appeared before. We went from a blank 
screen to a game. 

Now, Daytona USA's leap from Pole 
Position isn't as big as Pole Position's leap 
from nothing at all. So, perhaps it's 
inevitable that even though Daytona USA is 
a superior game, people aren't as excited by 
it as when Pole Position first appeared. 

The late seventies and early eighties 
was a time when a lot of these genres and 
game styles were formulated. It was like 
being the first Elvis, the first rock and roll 
guy. or The Beatles. We had an open field. 
and the most obviously powerful concepts 
were soon exploited. 

Since then, game designers have had 
little choice but to build on existing 
concepts as most of the choice virgin real 
estate was gobbled up years ago. 


EJ Sure. Daytona USA is essentially Pole 
Position with better graphics. We're not 
progressing on the game side, we're 
progressing with the simulation, we re 
progressing with rendering accuracy. But the 
game side is not really going anywhere. 


EJ Absolutely. In the arcades you need 
something that is very transparent, and 
something that novice players can pick up in 
ten seconds or less. So all this work's going 
into doing the same games better and 
better, while such great frontiers as, say. 
creating a game in which you can have a 
real conversation with a computer player. 
are left untouched. 


EJ That's a huge. huge question. And most 


of the effort seems to be focused on just 
faster and faster hardware and more and 
more polygons. I think SGI basically 
designed themselves out of business with 
the Nintendo 64. I mean, who's gonna buy 
a $50.000 box when they ve shown you can 
do it for 250 bucks? [laughs]. It's a great 
engineering triumph. but maybe the end of 
their company. And all the while I sit 

here saying. What does that mean for 
game design?’ 

Another big problem we face is that 
because videogames have become such a 
big business, a lot of people are putting out 
‘product’, and not games. Games are 
designed by marketing suits, not designers. 
Its just about marketing. It's about, 'Get a 
big license, then hype it’. We're spoiled by 
having the most ignorant consumers in the 
world - parents who are buying things for 
their kids - so many people in the business 
believe that all you have to do is bullshit a 
parent who doesn't know crap about games 
into buying your box, and then you move on 
to another money-spinner. 


EJ I look at Doom. Quake, Descent and 
Duke Nuke 'em 3D - games where we're 
getting into network play and the Internet. 
And eventually the Internet will be good 
enough that you can have some fun with 
huge. huge multiplayer environments. 

But even this is retro. Its almost like 
we ve become disenchanted with computer 
artificial intelligence and we've gone back 
to human opponents, which was actually the 
way videogaming started with Pong and 
Space War. It's like we've come full circle. 
and are again saying Wow. human 
opponents are really cool! 


EJ Probably. Certainly, I think there's a lot of 
disenchantment right now with 3D. At first 
its like ‘Oh wow, this is really cool! I'm in a 
car and there are lots of polygons! But a lot 
of games end up being just infrastructures, 
they're just environments and not really 
games at all. 

Sure, there are a lot of interesting 
graphics, there are 28 different ways to play 
the game, you can play it without traffic, 
driving backward, with a camera coming 
out of your exhaust pipe. All this stuff, and 
all these options, but it kind of all disguises 
the fact that there's really nothing... there's 
no game there. I call it geekware. 

Its the reason why you get so many 
options to design your own course, or fiddle 
with the game world. It's because the guy 
who was designing the game couldn't ever 
figure out anything that was cool, so he's 


having you decide it for him, instead. 


EJ Yeah. We forget that games are about 
limitations. Limitations are what really 
make games. Take the game of chess - 
possibly the greatest game of all. You're on 
this stupid board and you've got 64 squares. 
you can't move in three dimensions, you 
can't move off the board, and the pieces 
only move in certain, really horrible ways 
that are totally stifling to your creativity. Yet. 
here is this incredibly rich game. 


EJ A lot of videogame design is about the 
limitations, it's not about simulating the 
freedom of reality. I think we're seduced by 
simulation. And. why are people playing 
games? Because reality sucks. That's why 
they're sitting in front of their computer and 
playing games. The real world is exactly 
what gamers don't want - they want 
something cooler than the real world. 

Game designers have to decide what 
the hell it is that theyre designing and what 
their game is. Many designers try to design 
an entire universe and end up with 
something very wide, but very shallow. But 
in truth, the games that are really successful 
are those that are very narrow. yet very 
deep. Games like Tetris. or Street Fighter II 
- which isn't really even two dimensional, let 
alone 3D. Both players simply walk up and 
down just the one line. And yet this is an 
extremely powerful concept. because once 
you limit the guy to that line, you make him 
face the enemy at all times. There's no 
getting away. And then, of course, coders 
can devote all their programming effort to 
all the cool nuances and all the myriad 
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things you can do on that stupid one line. 

But if I were to propose this game 
idea - Street Fighter II. remember - to 
some marketing guy - the guy who makes 
the decisions about whether the game gets 
made or not - and explained this concept 
in which players move in one dimension 
along a line, frankly he'd say This is the 
biggest pile of shit Ive ever heard of. What 
the f*k are you talking about?’ 


EJ No. it's just that it's very, very difficult to 
do them well. One example that worked 
well was Descent. which I truly believe is a 
mind-expanding game. 


EJ That is a very. very good point. With a 
game like, say, Doom, there are only roughly 
two or maybe three ‘threats onscreen at any 
one time. With Space Invaders or Asteroids 
there are 20 or 30 simultaneously. And 
Robotron carried this to the final extreme of 
putting 150 ‘threats’ out there, converging 
on you from all sides. And with the 
limitations of the hardware, if we wanted to 
have 150 enemies, we had to stick to just a 
single screen game. 

But that confinement turned out to be 
the essence of the whole play. You were 
trapped. you couldn't run away. You were 
there, they were coming. so make some shit 
happen or die! And by forcing you in that 
room, it really concentrates the game. 

Its not that I'm down on exploration, 
but a lot of games today are all about 
exploration - discovering the cool graphics, 
mainly. And the result is that the game itself 
is diluted. 


EJ I think it is important to have a story. But 
it doesn't have to be a Hollywood script. You 
really just need a story that is simple. 
something that tells you why you're there 
and what you're doing. 

The danger for designers is that they 
get hooked into their story, and they forget 
that storytelling is a linear, narrative type of 


thing. And the more you flesh out the story. 
the more you remove the interactivity. and 
the more you remove the player from the 
game. It's kind of like 'Oh, the outcome 
has already been determined. So what's 
the point?' 

Stories should be regarded in the same 
way as soundtracks and sound effects. They 
support the game, enhancing the reality and 
the feeling. 


EJ It's kind of what I said earlier. Designers 
shouldn't create an infrastructure, they 
should create a game. and work on the 
action. People spend so much time on the 
attract mode, and the title screen, and the 
FMV and all that shit, but instead they 
should spend time on the game itself. 

The prime thing is the playing of the 
game. Make that cool. Put your work into 
making a rich, interactive, deep 
environment that the player can affect 
rather than all this packaging that just 
cloaks the product. 

And figure out what the hell your 
game is. So often, we designers become too 
enraptured with simulation. We want to do 
so much. We want to offer this incredibly 
free world in which you can do this, and 
you do that. and you have this world and 
that world, and you can climb into the tank 
if you want to. and then you can become 
the prime minister and control the 
economy, and do all this shit. 

But you only have so much time to 
design something. and so at some time 
point you have to decide if youre making 
17 bad subgames or one really good game. 


EJ A lot of squares get really excited about 
videogame design when they hear that 
there are wheelbarrows of cash involved. 
But the bottom line is, if you're in it for 
money. your game is going to suck big time. 
To be a designer you've got to play games 
until your social life vanishes. You should 


live games. dream games, and die games in 
an all-consuming obsession. If you want to 
make cash, get into real estate, or pose in a 
suit from nine to five in some bloated 
'corpocracy.. Videogames are way too 
much work. 

If I'm interviewing an artist or coder 
and they ask about the retirement plan. I 
know they'll never make it. Their priority is 
a house in the suburbs, not game design. 
Basically. the Midway design studios are a 
high-tech dump. It's a warehouse converted 
into offices and cubicles. Nobody gets a 
window, cause there aren't any. The 
philosophy is if you want something cool to 
look at, make something happen on your 
computer screen. 


EJ The beauty of this business is that as a 
programmer, you re only as good as your 
last line of code. Right now, somewhere. 
there are these new guys in their garages. 
and they're just gonna totally blow away 
all these big. bloated corporations. E 
It's great! 
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“Quite possibly the coolest game ever developed for the P " 
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| Having made beadline news mith its desertion jf Nintendo, the Japanese softco 
behind the lefendary Final Fantasy series is exploring new avenues with Some 
branded bardwarg? to similarly dramatic effecta goes square-eyed 
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Japan appears to be engaged in an explosive process of genetic diversification. Having wrested the 
domination of the console RPG market from long-term rival, Enix, Square's tendrils are now extending 
5 4 thizomatically into other areas of the videogames industry. 
- A string of quality 16bit titles, adored by the fans and respected by the competition, has provided the i 
company with the vital resourcés to proliferate. Where it lacked expertise — in the field of beat ‘em ups, for 
instance - it simply bought the necessary experience by recruiting former Namco and Sega talent to work on 
Tobal No.1, its first stab at the fighting genre (see testscreen on p86). Further ventures will include a 3D space 
shoot ‘em up, a strategy wargame and a one-on-one samurai sim. 
A considerable investment in its staff appears to have produced a fertile and creative working environment, 
, and the*company can now entice the finest game designers in Japan to work in-house. Indeed, Square's current 
of \ outlay on development is enough to make jaws hit floors. Taken per head, the amount it spends on computers 
H and software alone works out to around $80,000 per programmer and up to $230,000 per artist, making it SGI 
Ld and Softimage’s largest Japanese customer. It's been widely reported that it regards any of its games which fails 
E 
r 


UU 
d L à 
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to sell a million copies on home turf as a complete flop, but with these heady figures you begin to appreciate 
the seriousness behind such boardroom bravado. 
The company doesn't tighten its pursestrings when it comes to mar 
i demo of your forthcoming games with the current release is one of 
you wondering why nobody thought of it earlier, but that's exact 
Japanese fans who bought the game this August found it inc ) 
/ of Bushido Blade, FF Tactics and Saga Frontier; but most g of all was a playable démo based on the 
opening scene of Final Fantasy VII. We've been working off FFVII for about seven months,’ explains Hironobu 
Sakaguchi, chief FF producer and a founder member of Square. 'You're probably thinking that's pretty short, but 
we have a lot of resources — we have at least one hundred people working in-house - into completing this 
within a given time frame.’ 
Although Square is presently developing no less than ten PlayStation titles, its plans for the West would m 
seem to focus on the lucrative PC market. PC conversions of PlayStation and back-catalogue SFC games are * 
scheduled for Stateside release starting in the first quarter of 1997, with a line^up that includes FFV (whose ae 
SNES translation was shelved in 1994) and FFV/ (released on the SNES in the US as Find/*€gntasy Ill). A firm 
date has yet to be announced, but FFVI/'s US translation is likely to tie in with this North Américan sales strategy. 
Sakaguchi dismisses the rumours that Square might one day return to the Nintendo fold with a Final Fantasy 
game, despite the possibility of a writable storage meditim. ‘The 64DD offers about 60Mb. We.need about 1,500 


g and promotion, either. Packaging a /, 
exquisitely simple ideas that leaves 

t Square has done with Tobal No.1. Eager 

second preview CD with brief FWV movies 


> - * Continued neht page > 
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Welcome to the city of Makutushi, a literal translation of which would be ‘The City of Bright Magics’. This image from | ina! Fantasy 5 
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suggests an alternative technological revolution, very much in keeping with the steampunk trappings of its predecessor bs 
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Hironobu Sakaguchi, producer of the FF series and a founder member 
of Square. The headquarters are based in the Meguro district of Tokyo | 


Final Fantasy VII has, in 
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"Interest a among grey import ‘gamers 


Low-tech airships are a stalwart of the FF universe, capturing a 
national obsession with alternative flight and Lapüitan islands 
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Mb for FFVII, and we're already 
squeezing it into two disks, 
maybe even three. So obviously it 
would be pretty impossible for us 
to do this for the Nintendo 64, 
even with the 64DD... We did 
very, very carefully research 

which platform was most 

viable for our purposes, 

including the N64 and Saturn, but 
we decided that the Playstation was 
most suitable.' 


Final Fantasy VII 


has, in Europe, never been more 
than a cult interest among grey 
import gamers. In Japan, the popularity of 
Square's roleplaying series is such that 
it's conceivable some gamers have 
bought Tobal No.1 solely for the chance 
to experience the introductory scene of 
FFVII that accompanies it. 

The playable demo gives just one 
mission, in which the player guides the 
‘Avalanche’ resistance fighters to 
sabotage a power plant in Matsukushi as 
part of a plan to defeat their mysterious 
enemy called Makulo. The finished 
version will apparently include a wide 
range of manipulable camera angles with 
which to view the battles (those in the 
demo are predetermined). 

It's now clear that the QuickTime 
demo which became widely available 
after last year's Siggraph convention was 
nothing more than a PR tool, as it bears 
little resemblance to this preview offering. 
Nevertheless, Square's reputation for 
stunning visuals hasn't been diminished 
by the move to unfamiliar hardware. 


"We're probably number one in Japan right now on the amount of 
money spent on SGI machines’ Obviously he hasn't seen the invoice 
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Claud, the game's hero, explores a shanty town. The only other characters revealed so far are Aerith, a quarterstaff-wielding witch; and Barratt, a 
hulking outhouse of a man who boasts a Gatling Gun in place of his right hand. Fans hope that many more will make it into the finished game 


Unlike Resident 


camerawor 


retreats to give 


=> 


Saboteurs enter the city 
Sby train in FFVII (top). 
When the player resorts 
to Aerith's 'call magic 
(raising a serpent) the 
result is pure anime 


t Evil's onc AN 
viewpoint 


stunning vista 


Reassuringly, producer Hironobu 
Sakaguchi's desire to create a game that 
looks like a movie has meant the 
application of cinematic scripting and 
direction rather than FMV and thirdrate 
actors. The technique uses Gouraud- 
shaded polygon characters in a 
scrolling prerendered environment, 
though unlike Resident Evil's 
claustrophobic camerawork the 
viewpoint often retreats 

dramatically to give a stunning 

vista of streets and buildings. 

Every backdrop is also ‘live’ 

in some respect, boasting 

details such as neon 

billboards, churning ventilator fans and 
hissing steam pipes. When the action 
shifts locations or reaches a 
predetermined cut-scene, CD access is 
almost invisible. With over 100 designers 
at Square’s Meguro office dedicated to 
this game alone, FFVII is — to set 


standards that other compa 


memory cards plugged in 
simultaneously, or a new card with a 
greater memory capacity. 

FFVII retains the ‘Active Time Battle’ 
concept. All combat is menu-driven but a 
time gauge for each character indicates 
whether they are busy or can be 

assigned new orders. The enemy 
will continue to attack in 
realtime whether you act or not, 
SO quick decision-making is 
rewarded. The only obvious 
new feature is the limit gauge, 
which increases every round 
and allows a special ability to 
be invoked when full. In all 
other respects, the interface has 
changed little since the FF games 
on the NES. Even quirky old- 
fashioned RPG conventions — 
sudden random monster 
encounters, for instance, and 
one character graphic representing the 
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Combat is central the Final Fantasy experience. Every encounter 


occurs randomly (players still can't 'see' the monsters coming, alas) 
whereupon the game switches to an arena format, utilising backdrops | 


that represent the current locale in a rather general fashion 


ad Continued 
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As with earlier games, FFVII retains the odd convention of using one character to represent the whole party between 
battle scenes rather than displaying all of the characters in tow (unlike Secret of Mana or later Ultima titles) 
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whole party outside of battle — have 
survived the move to the PlayStation. 
Because of the Japanese pre- 
occupation with such minutiae, character 
rosters are normally revealed in Square's 
initial press releases. Yet even at this late 
stage, they've failed to announce more 
than three playable characters. It could 
be that technical limitations have forced 
a compromise, but if this is the case then 
many fans will be truly disappointed. Its 
predecessor boasted a line-up of no less 
than 14, including two secret characters, 
all of whom had histories and side- 
stories for the player to explore and 
extrapolate. What's more, the depth of 
the battle strategies was in no small way 
a consequence of being able to choose 
whether your adventuring party 
contained thieves, knights, healers or 
mages. Given the repetitive nature of the 
combat sequences — admittedly an 


„FVII S starkly \ vivid rendering and 


harder realistic ‘edge’ than before 


acquired taste — the potential reduction 
in complexity may prove detrimental. 

It's also hard to deny that the series 
has exchanged a little of its charm for 3D 
slickness. FFVII's starkly vivid rendering 
and genuine orchestral score present a 
harder realistic edge that's a far cry from 
the endearingly blocky sprites and 

chip-generated music of the SNES. 
Previous games had also utilised the 
illustrative talents of anime artist 
Yoshitaka Amano, but his 
flamboyant portraits weren't 
considered appropriate for the 
necessary simplicity of current 
polygon-based characters. This 
isn't likely to bother 
newcomers to the series, 
however, and even the most 
stubborn of followers will have to 
admit that the sheer power of 
FFVII's imagery more than amends 
for this small sacrifice. Mr 


Sakaguchi doesn't believe anybody will 
be disappointed by the final result. ‘We're 
not kissing up to the mass market in any 
way. In Japan, our last title sold 
something like two million units, so 
we've got a mass market right there. We 
endeavour to create the highest quality 
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As with previous titles, FFVII promises hund 
monsters with differing strengths and wea 
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Cut scenes and dialogue are an integral element of Japanese-style roleplaying, but, fortunately, Square's 
programmers have succeeded in eliminating the intrusion of CD animation. Disk access is almost imperceptible 


games possible, and as a result we 
believe we'll be able to involve larger 
quantities of players without 
disappointing the original gamers.’ 

Given the resources being invested 
it's evident that Square considers FFVII its 
most important project to date. 
Nevertheless, it will be the enticement of 
the storyline and the depth of the tactics 
that ultimately determines its status. As 
long as the narrative is able to match the 
intrigue, humour, tragedy and 
melodrama of its forerunners then fans 
can only look forward to a translation as 
soon as possible. 


In terms of fighting games, 


Square already has Tobal No. 1 under its 
belt. Second in the line-up is Bushido 
Blade, in many respects marking a radical 
break with the recent tradition of fighting 
games. Centring around sword-based 
combat, the notion of energy bars has 


Despite their next-gen rendering, fans 
will recognise the Chocobo stables and 
traditional RPG shop (upper and lower) 


An Interview with Hironobu Sakaguchi 


While visiting Square's HQ in Tokyo, Edge 
interviewed the legendary Hironobu 
Sakaguchi, one of the founders of Square 
and the chief producer and designer of the 
Final Fantasy series. 


HS For about seven months. You're 
probably thinking that's pretty short, but 
we've put a lot of resources - we have at 
least 100 people working in-house - trying 
to complete this within a given time-frame. 
We believe we're probably number one in 
Japan right now on the amount of money spent with 
on Silicon Graphics machines, and we've recently been rewarded by Microsoft for our 
high sales volume of graphic software! 


HS As a hardware platform, the computing functions are that much more elaborate. 
So, as a programmer, if you have a nice machine, you can do more in terms of 
software creating and expression. Apart from that, CD-ROM as a medium is very 
beneficial to the software creators. 


HS We feel it's important to concentrate on the speed of CD access during the game, 
and the CD can only read one thing at a time. We have to try to predict forward and 
anticipate the possible things the player can do next, and to do that kind of 
calculation we can't use the CD for something else, like voices. With something like 
DVD or some other future media, this problem could be solved - if we had the ability 
to access two locations at the same time. 


HS | believe that it could. In the meanwhile, enhanced graphics could enable players 
to read the character's emotions, so perhaps text would still be sufficient in some 
situations. You can read a lot just by seeing the expressions on characters' faces. 


HS Sure, it can be exciting, but that depends on what kind of game you're trying to 
create. For the Final Fantasy series, we want to create an interactive movie, in the 
sense you can walk into the movie and be a part of it. This means that the graphic 
quality is very important. 


HS Most of the people who have moved to Square from Hollywood are computer 
graphics people, and they are involved in not just drawing but the programming side 
of art. These people came to Square with a frustration that movies are simply not 
interactive. Programmers want interactivity. They're doing what they are doing 
because eventually they want to create interactive entertainment. They feel that by 
coming into the game industry, they will be able to fulfil that side of their dream. 


HS Certain parts of the game have racing elements, and other non-RPG game factors. 
So, yes, there are some goodies planned to interest non-RPG gamers. 


HS That will change at Christmas when FFVI/ comes out [laughs]. | think that, 
in Japan, anime and manga culture, cultivates and sustains the RPG. 
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been abandoned — a full contact strike 
with the blade almost always means 
instant death for the victim. The 
emphasis thus shifts to a strategy of 
parrying, feinting, counter-attacking, or 
simply biding your time to wait and 
watch for a gap — real or faked — in the 
enemy's defence. 

Another genre cliché relegated to the 
wastebin is the tournament, a format that 
has surreptitiously laden every fighting 
game with the same conceptual 
baggage. Most obvious is the absence of 
a timer, limiting the length of a bout, but 
there are further ramifications. Whereas 
other games present a fairly restricted 
gladiatorial arena within which their 
fighters must remain or suffer a penalty, 
Bushido Blade boasts a vast sprawling 
environment and grants the freedom to 
run around, circle the enemy, even lure 


A 


Samurais do battle in Bushído 
Blade (left). Attention to detail 
lovingly captures the Edo Period 


them into an advantageous position 
before settling on the exact point of 
engagement. 

Combat can take place anywhere 
within the walls and grounds of an 
ancient and exquisitely detailed Japanese 
castle. Torii gates, lanterns, bamboo 
thickets and paper partitions constitute 
the authentic decor, but many features 
are also obstacles that can inhibit the 
player or be exploited to effect within the 
game. A choice of weapons results in 
different fighting styles, thus ensuring 
that its depth isn't limited by the number 
of characters on offer. 

Because of its audacity and ambition 
it's hard to predict how well the game 
might play. Historical accuracy can hold 
some appeal in its own right but Bushido 
Blade's success or failure will rest solely 
on the integrity of its battle system, and 
its developers have to tread a very fine 
line in establishing its level of 
sophistication. Make it too complex and 
you deter all but devoted fans from 
learning the skill of swordsmanship; too 


Square also has Zauver in the works - a PlayStation 3D shoot ‘em K yich b 
small resemblance to Starblade. Currently believed to be less tha l 
RPG-esque storyline will have a non-linear gameflow based on p 
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More turn-based strategic combat is 
promised in Final Fantasy Tactics 

(above). Summoning a dragon results in 
an area-of-effect ‘airstrike’ (right) 


accessible and you end up with a 
version of scissors-paper-stone. 


When Japanese 


softco Quest finally released its 
Tactics Ogre earlier this year after 
interminable delays, it rapidly 
became a Super Famicom best-seller. 
With no small amount of perspicacity, 
Square immediately commissioned the 
game's developers to create a similar 
strategy RPG set in its own Final 

Fantasy multiverse. 

On first appearances, it's actually 
difficult to tell the two games apart. 
Akihiko Yoshida's character designs 
have appropriated familiar FF archetypes 
in the distinctive Ogre style, the turn- 
based combat being played out with 
detailed sprites rather than true 3D 
models. Only the ability to rotate the 
isometric battlefield and view it from 
many angles gives any indication of the 
32bit hardware involved. 

Although the emphasis is firmly on 
skirmish wargaming, a roleplaying 
element exists in guiding the career 
paths of the characters: this ‘job making’ 
feature allows the player to allocate 
special skills from a choice of over 400. 
Square insists the difficult and tedious 
aspects of strategy gaming have been 
eliminated from FF Tactics, though it's 
unclear if this refers to the difficulty grade 
or simply a more ergonomic interface. 

Square's final new PlayStation title 
SaGA Frontier is based on a lesser 
known RPG series that first appeared on 
the Game Boy. Only one SaGa game 
(confusingly translated as Final Fantasy 
Legends) has ever been released in the 
West: although it bears superficial 
similarities to the FF line, it's generally 
believed that the greater complexity of 
SaGa's ‘Free Scenario System’ would 
make it less accessible. SaGa Frontier 
continues this tradition with a plotline 
that's subtly influenced by every choice 
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the player makes. Rather than 
‘levelling up’ automatically, 
characters must be raised 

and nurtured, teaching 

their skills to others as well 
as learning new ones. 

At this stage, Frontier is 

clearly less complete than its 
FF stablemate — extensive 
scaling and rotation 
techniques witnessed in the 
demo give rise to some 
occasional blockiness, while 


wi 


SgGa Frontier continues the SaGa 
influenced by every choice made 


the prerendered environments, though 
impressive, demonstrate little progress 
beyond Square's achievements in 16bit. 
But Kenji Ito's score conveys the 
appropriate sense of depth and grandeur 
befitting the style of Frontier's gameplay, 
and without serious competition this 
could become the second best * 
RPG on the PlayStation. 
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Though created in the same fashion, SaGa Frontier's prerendered 
| environs adopt a more colourful, playful, almost DKC style 
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Can the team responsible for Total NBA repeat its initial success or was it 


just a case of beginner's luck? 
Edge investigates the efforts of Sony's London-based team of internal developers 


he best thing about releasing a near perfect first game is that 
you instantly cement a reputation for quality. The worst thing is 
having to live up to it. That is the challenge now facing Sony's 
in-house development team — a group of 30 programmers, artists and 
designers, based in London's notorious den of iniquity, Soho. The team 
currently have two projects well into development — Porsche Challenge, 
a racing game based around Porsche's forthcoming Boxster sports car; 
and Rapid Racer, another racing game, this time set on water. The 'near 
perfect first game’ these titles must live up to is of course Total NBA, a 
masterful videogame interpretation of basketball and one of the best 
PlayStation games to date. Not a bad effort for a group who had never 
worked on anything together before and which, at the time, consisted 
mostly of recent graduates. 

But Sony must have had a lot of faith in the group. After all, the 
company's aim in setting up an in-house team was to produce showcase 
software for the PlayStation — it must have seemed strange to give this 
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General manager of software development, Juan Montes (top), rendered shots from Rapid 
Racer (top left) and Porsche Challenge (top right), senior producer, John Roberts (above) 


s in-house team spent a whole six months 
perfecting the water dynamics for Rapid Racer. 
uently, elements such as waves and turbulence 
will mein ate a realistic and important part of each race. The 
qu is still in its early stages, visually - more landscape 
il will emerge soon whereas the Wipeout-esque 
typography is apparently going to be shelved 


responsibility to a bunch of students fresh out of uni. Furthermore, the 
in-house team have been given a lot of creative freedom. With it, they 
evolved a very specific philosophy toward game development. 'In Tota/ 
NBA we established a style and a vision of the type of games we'd like to 
develop internally', explains Juan Montes, general manager of software 
development, 'and that's a mixture of trying to aim for a very high level 
of realism and using the PlayStation to the maximum.' Along with 
technical innovation, though, Montes is keen to stress the importance of 
playability in any game concept discussed by the team. 'You cannot 
forget gameplay, because as soon as you lose that you end up with 
nothing but lots of nice pictures.’ 

The philosophy does not restrict itself to the type of games 
developed, but also takes in how they should be developed and who 
gets a say in the process. As Montes points out, 'Anyone can come up 
with the next “hit game" so | arrange a discussion on the first Friday of 
every month and in that discussion we usually have between 12 and 15 
people. Everyone is invited to attend, it's not restricted to game designers 
or producers — it's a lot more open. We have someone who works in the 
print department who plays a lot of games and has a lot of ideas — he 
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usually comes along. You should not inhibit the natural creative process 
that exists within the industry.’ In other words, Montes believes in 
recruiting people who may not necessarily be the most experienced or 
the most expensive — he recruits people who have a passion for games 
and a few good ideas. It's also a very communal way of working — the 
last thing you'd expect from an in-house team within one of the biggest 
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Juan Montes, general manager of software development, SCEE 


corporations in the world. ‘It's very important to build up strong and 
compact teams where everyone counts and responsibilities are clear,’ 
points out Montes, ‘No overheads or indirect management. Everyone is a 
team player.’ Is this communism infecting Sony's capitalist behemoth? Of 
course not, the atmosphere of the community is geared toward financial 
success and product perfection. It is a task which the group has taken 
seriously ever since the first few of them assembled around the time of 
the Autumn ECTS in 1994. 

Both Porsche Challenge and Rapid Racer have been in development 
for months, even though the games are far from complete — the concern 
in the initial R&D stages was to explore the advanced technical aspects of 
the titles fully so that drastic changes would not have to be made at a 
later date. It is this attention to detail and concern with pushing back the 
boundaries of the PlayStation which marks Sony's team out as a seminal 
development group and has led to their success. But can the present 
projects possibly live up to the standards set by Total NBA? Sony thinks 
so, and the company's rhetoric, as always, is highly persuasive. 


Although Total NBA is undeniably the best 


basketball sim on the PlayStation, the game's success must have been at 
least partially due to the fact that it was also the first. Porsche Challenge 
has been preceded by dozens of racing titles — so can it make the same 
impact? Sony clearly thinks so. ‘It’s a good example of a racing game,’ 
points out Montes, 'the design includes interactive music, interactive 
tracks, realtime lighting for the highest level of realism and excellent 
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driving control. It's also fun to play and has endless appeal. Technically, 
we started R&D very early in development and reached all our targets. 
We didn't make any concessions on quality.’ 

Of course the main coup for Montes and his team was to secure an 
official license from Porsche. Through the agreement, the game's 
designers were able to work closely with the influential sports car 
manufacturer to create an accurate representation of the Boxster, both in 
terms of look and performance. The result is an incredibly detailed 
in-game model which not only resembles the real thing but also looks 
good enough to appear in a prerendered sequence (producer Pascal 
Jarry was rather furtive, but claimed that between 400 to 500 Gouraud- 
shaded, textured polys are used). But will such graphical luxury slow the 
game down? Apparently not. The designers are aiming for a 30fps frame 
rate and the engine was smooth in the early incarnation Edge saw. 
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time laps Juan Montes: ‘It’s very important to build up strong and compact 
7 - 37 ` 6 47 teams where everyone counts and responsibilities are clear’ 


confirmed that there will be a split-screen twoplayer option, which 

should add much to the game's appeal, and the interactive circuit feature 
sounds interesting — fast drivers are rewarded with hidden short cuts and 
bonuses, but other racers will be able to find other short cuts to catch 
up. The designers also claim that there are myriad other secrets and 
cheat modes within the circuits for players to discover. 

There are further features which mark out the title. For example, 
Porsche Challenge features an ‘intelligent’ catch-up feature which allows 
players who are straggling behind to make more 
mistakes and to have a higher top speed. 
Impressively, the leader cannot lose his position 
because of the catch-up system — he'll only lose 
it through his own bad driving. This Al 
achievement is a significant advance. In most 
games you can stay behind the leader until the 
very last second and then use the catch-up to 


However, there was very little landscape detail on 
show in this version, a situation which the artists 
insist is temporary. A question mark, then, still 
remains over the final frame rate. 

Away from speed concerns, attention to detail 
has opened a few stylistic doors for the designers. 
One of the most noticeable elements of the 
Boxster is the fact that it is a convertible, and the 
Sony team have capitalised on this by giving the 
player a choice of six different characters to sit behind the wheel, à la 
Power Drift. Each of these characters has actually been motion captured 
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and they all have their own distinctive movements during play. It's a 
superficial detail, but may give the game a more leisurely look, providing 
a distinct aesthetic contrast to the overabundance of more serious 
sporting racing games already available. 

The realism evident so far in the project doesn't stop at the Boxster 


itself. S iw to collateral Porsche inf tion, including th —€——— M P a aaa 
Fs eiii ien dai dici " ois a4 ave ap is ae — based on the real vehicle which is due to appear on the roads late this 

imensions of the company's famously complex test track in Stuttgart. year. The 3D model is constructed from between 400 to 500 gons 
As a result, the track is included in the game along with 24 other circuits, and then Gouraud shaded. The designers of the game appare 


split into five different courses. As for gameplay, the title is at such an flaished cnt Ns — e — ly isum 
AN early period of development this is still an unknown factor. Sony has driver, rather Asa zooming around the track with no-one in them 


zoom past and over the finish line, hence eliminating any competitive 
spirit. 


It is clear, then, that the team are not relying solely on the Porsche 
license to attract gamers. Although this has of course been well 
exploited, many small refinements to the racing genre are being made 
within the game — the company’s sights are thankfully set on higher 
things than making an easy buck. Having said that, Sony seriously knows 
how to milk a money-winning formula. It is, for example, running an in- 
game ‘win a Porsche Boxster’ competition — probably the best way of 
marketing a game to 18 to 30 year old males apart from offering them 
the chance to sleep with Claudia Schiffer. 

Whereas Porsche Challenge has a ready-made audience of fast car 
lovers, Rapid Racer will have a lot to prove when it is released next year. 
Water racing games seem to be a new-found game genre, and with 
NCL's imminent Wave Race 64 and a slew of jetskiing coin-ops 
appearing soon, comparisons will be inevitable. It's a challenge which has 
been taken seriously by Sony. As Montes explains, "With Rapid Racer we 
spent six months modelling the water, how it moves, etc, to try and 
make it as realistic as possible. Consequently the water is not just made 
out of sprites that always move in the same direction whenever you go 
to the same place. We studied how 
immersed objects affect water and how 
they affect things around the water like 
rocks, etc. We also looked at how spray 
is produced when you have something 
touching the water. 

We tried ways of capturing water 
movement that were very effective, but 
took up too many cycles for the 


The Sony team's offices located in downtown Soho. Many found it 
difficult to accept that Total NBA was made in London not the US | 


machine, so we then looked at other ways where you could still have a 
similar level of realism but with more optimised code.’ 

The result of all this experimentation is an incredibly complex series 
of water courses, each alive with complicated liquid currents and swells. 
Elements such as spray, wakes and waterfalls are also included and all of 
these affect the handling of the player's boat as it competes. Smashing 
though a wave, for example, will slow the boat down, as will getting 
caught in the turbulence of another boat's wake. It's an attempt to 
provide a real watersports experience, rather than just having a blue road 
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John Roberts, senior producer at Sony. ‘Total NBA was our first 
product and we want every title to get the acclaim it has had" 


and hoping no-one notices it doesn't move. 

To accompany the advanced water physics, Rapid Racer offers a 
similar list of attributes to Porsche Challenge. The vehicles are detailed, 
texture-mapped models and the circuits (there are 18 placed over six 
courses) all feature hidden shortcuts and cheat modes to add to the 
longevity. As with Porsche Challenge, the courses are at a very early 
stage so it is difficult to assess the game graphically. The interactive water 
does look rather strange at the moment — although it is clear that there 
are currents moving independently of each 
other, the water still looks flat, like some 
kind of trippy texture effect. Have Sony been 
forced to sacrifice aesthetic concerns in 
favour of realism? Later versions are bound 
to provide an answer. 

Almost inevitably, despite Sony's new 
interest in the racing genre, Total NBA has 
not been laid to rest. Total NBA '97 is 
currently also in development and Montes 
promises improved motion capturing and 
new moves based on those performed by 
real basketball players. Edge saw an early 


| ‘Total NBA was our first 
product and we want every title : 
to get the acclaim it has had 


ohn Roberts, senior producer, SCEE 


video of the title in action and it looked astonishing — importantly, the 
players in the game now resemble their real counterparts, a huge step 
forward in the team's quest to bring as much realism as possible to their 
products. 

So it looks like Sony's gamble — to employ a young, inexperienced 
team and give them total creative freedom — has paid off incredibly well. 
Total NBA was a triumph and if only half the realism and technical 
audacity on display in that game finds its way into Porsche Challenge 
and Rapid Racer, they should both be exceptional titles. This seems likely 
— as John Roberts, senior producer, points out, ‘I'm quite fortunate. We 
don't have as much pressure as l've had with other publishers to get the 
games finished and released. We can spend a lot of time and cost to get 
them right and we won't release them unless they're right because our 
reputation will suffer. We need to build on it — Tota! NBA was our first 
product and we want every title to get the acclaim it has had.’ 

While SCE Japan has enjoyed mixed success with technically astute 
but flawed titles such as the Jumping Flash and Motor Toon GP series, 
the London team's efforts, combined with those of developers such as 
Psygnosis and Neon, should continue to acknowledge Europe as a major 
centre for imaginative innovation and technical knowhow. Which 
can only be good news for the PlayStation and Sony. E 
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An empty police HQ... 
until the zombies arrive | 
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awesome hardware capabilities 


presereen 


=a 


om — 7 = “ , J 


| ' 4 4 A 
> iy m J d LC a. Pd j Aks "m 


Qu tll 


No sooner has Biohazard (aka Re 


ecome t 


ident Evil) 
e top-se 


in the US, Capcom unveils its inevitable sequel... 


| icking up where the original 
| Biohazard left off, the action of 
dll the sequel is set in Lacoon City, 
whee US medical corporation, Umbrella, 
is making some dubious experiments on 
humans. It's 1998 and the arrest of 
several Umbrella execs has coincided 
with a series of serial killings. It all results 
in a plague of zombies, again, this time 
overrunning the city and police HQ. 

The story may be all Dawn of the 
Dead meets Assault on Precinct 13 but 
the game follows the same winning 
format as the first Biohazard — Alone in 
the Dark derived 3D 'scenes' and plenty 
of guns and guts. New features include 
the ability to change the clothes of your 
characters opting, for instance, for a 
police uniform with bullet-proof vest. 

Biohazard 2 has more locations, 
more weapons, more zombies 
and more gore. With the success 
of the original how can it fail... 
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] The first Proper raan; 


g TA me for the N64 comes not 


but from thirdparty developers, Seta 


g ooking somewhat like an N64 
Ridge Racer, Seta's Rev Limit 
Bil appears to place as much of an 
emphasis on driving as it does on racing 
— each car has different weight and tyres, 
affecting ground friction and handling. 
Contact with other cars results in 
realistic damage rather than some wildly 
outrageous spin or crash, followed by the 
return of your car to the track completely 
unharmed, as is the norm. It looks as if 
some genuine race tactics will be called 
for in Rev Limit, rather than the abstract 
gaming skills demanded by typical racers. 
The game offers three different 
modes of play. The sprint race option 
offers races of between three and ten 
laps, whilst long distance races run 
between 20 and 50 laps with pit stops. 
The third mode gives the player a 
straight road to drive down to test racing 


and close-quarters handling up E 
against other cars. 


Iling PlayStation game 


This time, the zombies are 
mutated officers. 


Plenty more gore all round 


Format: 
Publisher: 
Developer: 

Release: 


Origin: 
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Wild CGhOppe 


RD 


Nintepdo's limited-but-high-quality N64 release policy has, oddly, 
endorsed 


two helicopter games. nopetuiiy this isn't the 


start of 64bit apathy for the premiere videogame developer... 


ild Choppers is the second N64 
'copter game, along with 
Kemco's Blade ‘n’ Barrel. Which 


is the better game, only time will tell. 
There are three missions here, each split 
into three stages and all involving 
standard whirlybird tomfoolery — 
destroying radars, rescuing hostages, etc. 
Graphically, it's similar to EA's 
textured Soviet Strike (E56) with the 
undulating 3D landscapes peppered with 
enemy installations, a variety of 
armoured vehicles and dinky little 
soldiers. Seta has also imbued the 
gameplay with a certain level of tactical 
complexity. Limited munitions and a 
strict time limit force the player to 
complete missions efficiently. Rather 
than a straight shoot ‘em up, it seems 
Seta is going for a slightly more involved 


Enemy units attack you 
in numbers both in the 
c m 
Publisher: 


Developer: 


A The Nintendo 64's rich palette provides game, although from the look of these 
4 ie Wild Choppers with a more colourful, screenshots it's hardly threatening 
rigin: cartoony landscape to rival the to be a simulation. 


photorealistic textures of Soviet Strike 
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The game site to die for 


Visit the E-On site and you enter utopia. 
Check out the classic download titles - a stunning 


5» 


collection of Top Ten games available for an 
unbelievably low monthly price. 

Or plug into a true multiplayer experience - 
exclusive games running on our servers and no 
software purchase required. Just check in, sign on 
and prepare for the challenge. 

And if the going gets tough, go shopping in a 
digital store that enables you to demo and 
preview the latest CD-ROM titles before you buy. 

There's even an online magazine. 

What do you pay for this nirvana? To begin 


with just pay us a visit at: 


http://www.e-on.com 


http://www.e-on.com 
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Softimage-rendered CGI (below, 
right) adorns Dark Saviour's lavish 
intro and cut-scenes. The game's 
director Shinya Nishigaki (bottom) 
looks out of the company's cramped 
offices high up in a giant skyscraper 
in hectic Shinjuku (below right) 
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à for qu per ent team linked to Sega in Japan and responsible for some landmark software, 


c— MIA mU ality. "ot A the verge of hitting it big 


limax is one of Japan's unsung development heroes. Occupying 

an office block near the infamous Shinjuki train station (which 

frequently loses bewildered tourists in its labyrinthine corridors) 
the company accommodates approximately 20 staff and, so far, has 
developed just three games. In 1993 Sega published Climax's seminal 
Mega Drive action RPG Landstalker to a rapturous reception — despite 
the small market Sega's 16bit machine commanded in Japan. This was 
Sega's answer to Nintendo's Zelda on the Super Famicom and proved to 
be a Mega Drive title that consumed the lives of Japan's RPG 
cognoscenti. This was later followed by Ladystalker, the curious SNES 
equivalent designed with female gamers in mind — but, perhaps for 
those reasons, this failed to live up to the standards set by its 
predecessor. Now the company has returned to Sega's hardware for its 
latest and greatest project, Dark Saviour. 

Kan Naito, president of Climax and director of Dark Saviour, 
previously worked at Enix on the all-conquering Dragon Quest series (by 
far the most successful series of RPGs in Japan) and so understands the 
nuances of the Japanese RPG market. He admits that his path into the 
games industry wasn't conventional, having often played truant while at 


Landstalker (top), Ladystalker (centre) and 
the company's 32bit debut, Dark Saviour 
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Dark Saviour includes more than 300 maps, all rendered in realtime. The 
game also has the benefit of three independent storylines that Climax's 
director Kan Naito (right) has laboured upon for the past two years 


school to the detriment of his education. ‘I missed out on so much that | PlayStation may be better at managing polygons,’ continues Naito, ‘but 
had to buy school books in order to catch up on things like maths and you can't write in assembler, you can only use C and we just don't know 
geometry — skills | later found | needed.’ This, he concedes, was the if Dark Saviour could be done in C. The PlayStation’s polygons become 
hardest aspect of starting to develop for a 3D machine such as the easily distorted, too — especially when big polygons come close to the 
Saturn. Instead of being able to draw upon skills assimilated from a wide camera. So, in fact, we don't know if the game could be done on Sony's 
portfolio of games, Climax had experience of just two very similar games console and what it would look like if we did.’ Still, that's little for Naito to 
before work started on Dark Saviour, and its 2D heritage meant the lose sleep about since Dark Saviour will only be appearing on the Saturn 
Saturn title required starting from scratch. — a valuable advantage for Sega in the next generation software stakes. 
‘To be honest, we weren't at all familiar with the Saturn when we But coding in assembler has its problems and, particularly on the 
started, and that's been one of the reasons this project has taken so Saturn, there will always be the headache of juggling two CPUs. Climax's 
long’ adds Naito. ‘Both Landstalker and Dragon Quest were essentially director concedes that handling 3D graphics with two CPUs is no easy 
very flat worlds so we had to learn how to handle 3D camera work, etc.’ job, despite the results that Sega's internal teams have delivered with 
Other problems encountered during the early stages of development Virtua Fighter 2, Sega Rally, and the hotly tipped revamped version of 
were thrown up by the Saturn's specifications, despite Sega's technical Daytona, soon to be unveiled. ‘Even if you have two CPUs it is difficult to 
support teams assisting them well. When the project began two years use 100% of the hardware specifications because data has to be shared 
ago, the Saturn was perceived by the Japanese development community between them and the probability of them interfering with each other 
as the underdog to the PlayStation. In Naito's words, 'compared to the becomes higher. One CPU has to wait for the other to finish and it's a 
PlayStation, the Saturn is not very good at managing polygons and 
textures. Initially we had some difficulties to make the game work at a E 
good speed. However, we finally succeeded.’ The PlayStation may, be better at 
Despite this, however, Naito is enthusiastic about the Saturn and its 3D ul thi eA t write IT] as e mbpier 
reputation for being, when pushed, a far more versatile machine. The ... an e polygons easily istort 
team has coded Dark Saviour completely in assembler, which it Ne qt Ci ainan 


maintains was the only way to keep things moving at speed. ‘The very complex process,' Naito explains. "We do not exploit the twin CPUs 
100% but we succeeded to use them at a very efficient way.’ 

The inspiration for Dark Saviour naturally comes from Landstalker, 
itself a project derived from what the company's director describes as his 
own childhood fascination with miniature toys such as plastic models, 
trains and action men type figures. Naito had experimented with radio- 
controlled toy figures and had then run tests on his personal computer 
which gave him a basis from which to start developing games. Dark 
Saviour was the logical progression once 32bit technology arrived. 

The game's producer, Shinya Nishigaki, admits the game has some 
parts in common with Landstalker but the company had wanted it to 
look more like a movie than its 16bit effort. We pioneered the quarter 
view in Landstalker and decided this should become our speciality. As 
soon as the Saturn was released we decided to use the machine's 3D 
abilities to include a camera with complete freedom of movement. Our 
main desire was also to make a style of game that nobody had done 
before. So, we decided to use a 3D world with a parallel story.' 

The implementation of this proved to be a lot more work than the 
team bargained for. Starting work on the project in December 1994, the 
game was forecast to be released in May this year, but the team hit 


In a similar, albeit less diverse, fashion to $M64, Dark Saviour allows problems due to the sheer size of the title. Now far bigger than 
the game camera to be manipulated for the best view of the action 
PON mener. CY Econ atn Seatiausd nont poge 
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previously planned, Dark Saviour is due to hit Japanese streets at the 
end of August (the UK version will be released later in the year). Shinya 
Nishigaki puts the delays down to the game environments requiring 
modelling in polygons, while rendering and applying textures to these 
has taken longer than expected. ‘We also spent lots of time making the 
main camera system. We've called this system “Hyperion Perspective” 
and our director took no less than six months to make it! After this, we 
had to make more than 300 maps — all in 3D.’ 

To help get things up to speed, Climax has relied upon freelance 
graphic designers, music composers, voice actresses and scenario 
writers. The team also drafted a famous Japanese TV script writer to pen 
the scenario for Dark Saviour. However, the team has had technical 
disadvantages when compared to high-powered rivals such as Square 
Soft and Enix. Currently, Climax doesn't rely on a huge network of Silicon 
Graphics machines equipped with Softimage. Instead, it uses a less well- 
known 3D software package called Cyclone and its own tools, although it 
did employ a freelance Softimage artist (Masayuki Hasegawa, who 
designed the stunning intro sequence for Sega's Clockwork Knight) to 
design the intro and cut-scenes. ‘This time we didn't have the money to 


take in eXcess of 30 hours 


afford such development luxuries, adds Nishigaki. Our next game will be 
designed using Softimage, though.’ 

One of Dark Saviour's most interesting features signposts the 
differences in videogame culture between Japan and the rest of the 
world. In a similar way to Landstalker, Climax has designed its first Saturn 
game to have three parallel stories. 'People who play a game a second 
time are numerous in Japan but it's not interesting to play a game twice 
if the story is the same. So, for Dark Saviour we've included a practice 
story, a main story and the third more action-orientated stage.’ The first 
part of Dark Saviour includes either six or seven stages and takes about 
eight hours to complete. The second story includes ten stages and will 
be a romantic action story in which a heroine will appear... a little like 
Romeo and Juliet according to Nishigaki. Even though the third story is 
shorter with only three or four stages, it is tough and Climax estimates 
that to complete the whole game will take in excess of 30 hours. 

When pressed for future plans the company’s director stressed to 
Edge that he doesn't want to continue making just RPGs. ‘I have to 
admit, Dark Saviour was a difficult game to make and at the moment all 
we can think about is getting it completed. I'd really like to do a racing 
game on the Saturn or PlayStation because | really like cars, and | think 
we could make some genuine innovations, too.' Hopefully Climax's 
commitment to this most uncharacteristic Japanese trait will serve * 
them well in the congested 32bit market place. 
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One of the many locations in the pn that requires conversing with 


other characters (left). The secon 


The team has developed its own 
custom Saturn tools (top). Beds in the 
offices accommodate the 24 hourers... 


storyline includes a heroine (above) 
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Landstalker (top) was 
the game that put 
Climax on the map and 
helped the ailing Mega 
Drive in Japan. Pseudo 
sequel, Ladystalker 
(above), was released 
for the Super Nintendo 


THE BITMAP BROTHERS 


“THE LAST | 
WORD IN - y 


AL 


Z once the end of the alphabet. Now the 
end of your social life! 


The most exciting combination of action and strategy yet 
20 hair-raising levels over 5 deadly planets 
6 types of robot and 11 types of hardware 
Different factories to capture and control 
Fast and frantic action for up to 4 players (serial, modem and network links) 
Over 30 minutes of humorous video sequences 
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Multiplayer gaming 
over a PC network 
is fast becoming 
the medium for 
designers to create 
immersive and 
intelligent game 
environments. 

A Scottish company 
with a background 
in classified work 
for the American 
space programme 
and the MOD 
prepares for lift-off 
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used conversation pieces, the latter 


has the potential to become 
famous in the annals of computer 
gaming history. And if the 
programmers, graphic artists, 
marketeers and architects among 
the staff of Digital Animations get 
their way, Sun Tzu Wu will become 
required reading for all players of 
their games, 

Those familiar with Digital 
Animations will have viewed one of 
its £50,000-plus 3D-animated 
corporate videos extolling the virtue 
of this mega-corporation or that 
new world-saving widget. 
Alternatively, the names Steve 
Doyle (electronic engineer), Jamie 


The 3D engine in Stee/ pene looks likely to impress PC owners. Here a quad 
‘goliath’ lumbers in the foreground while a fast recon ‘goliath’ lurks behind | 


ao 
TE Ce ee 
powered centres for the study of 
supercomputing, parallel processing 
and artificial life. The sort of place 
where they routinely produce 3D 
visualisations of the inside of main 
battle tanks for the army, space 
shuttle missions for NASA or the 
cockpits of the aircraft which will be 
high above the 
battlefields of World War Ill. It's the 
sort of work which sounds 
tremendously exciting but which, in 
its actual execution, lacks the true 
escapism of computer and roleplay 
gaming. The sort of work which 
Steve, Jim and Jamie were all 
gagging to do but which, being 
controlled by a monolithic 
bureaucracy which makes the world 
ae 
destined never to taste. Untl that i 
they met Catriona Paton, the 
‘Amid the turmoil and tumult 
of battle, there may be seeming 
disorder and yet no real disorder at 
all; amid confusion and chaos, your 
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Jim Robertson (left), Digital Animations AI guru, and Steve 
| Dayle (right), responsible for the game's battlefield generation 


array may be without head or tail, 
yet it will be proof against defeat’ 
Catriona not only convinced 
them they could write the kind of 
stunning games they'd always 
wanted to play but had never found 
on the shelves of their local 
computer store, but she also 
envisaged creating the greatest 
online game yet. And not only the 
greatest, but one that would ship on 
time. When it was supposed to. 
Because on the shelves of Digital 
Animations' modern business park 
office deep in suburban Glasgow is 
a rather unusual piece of software. 
Next to the large boxes of Visual 
C++ and Doom is a blue box 
labelled Microsoft Project. And not 
only has the box been opened, but 
the pages of the instruction manual 
are well-thumbed. Most impressive 
of all, dominating one entire wall of 
the DA office is a giant Project 
printout of the progress of Stee/ 
Legions to market. It comes to a 
conclusive, single black line finale in 
November 1996. This is not a target 
date. This is when the game will be 
on the shelves. Eidos, the 
company who, along with venture 
capitalists 3i, is doing all the 
funding, financial derring-do, bean- 
counting and box-printing for Stee/ 
Legions, has proof of this every 
Monday morning when it gets it 
weekly — weekly — updates, code 
samples, graphic highlights and 
progress reports from Catriona. 
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‘When in difficult country, do 
not encamp. In country where high 
roads intersect, join hands with your 
allies. Do not linger in dangerously 
isolated positions.’ 

Digital Animations isn't stupid. 
Being aware that no pre-launch 
hype can ever save a dismal 
videogame, the company is taking a 
different approach. Because the 
three guys whose baby this is aren't 
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Hami arse lot selection screen, can examine the 
full ils of individual p iets ob ght). Note the lack of 
pixellation in the game characters, even close up (above) 


ically-trained fine artist. So 

a, the guy who's designing the 
ns of faces which will appear 

e characters in Steel Legions, is 
ssically-trained artist. ‘I'd never 

a computer until | started 
working here, he readily confesses. 
‘| was absolutely amazed to see that 
the skin tone of most characters in 
computer games is completely 
constant.’ While skin tone may figure 


ANS 


Colin McNab (left), and Michael Antliff (right), two of DA's head men. Expect 
Steel Legíons to appear on the shelf in November this year, without delay 


low on the wish list of the average 
strategy gamer, when people see 
how a character's face changes 
when an explosion is reflected 
across his helmet visor — then 
perhaps they will care. 

Digital Animations has been 
keeping details about the game 
itself close to its chest. A network 
battle strategy game along the lines 
of Mechwarrior, Steel Legions’ 
strengths could well lie in its 
unusual use of Al for governing the 
battle scenarios (see page 63 for 
more information). Edge was 
shown about eight minutes of the 
prerendered footage before 
witnessing some of the game's 
realtime features. ‘Look at this,’ says 
Steve, plumping down at a terminal. 
'We're not supposed to be using 
any of our terminals at the moment 
— the graphics guys have got them 
all in rendering mode. — but you 
should see this.’ It's a neat program 
which generates a fresh landscape 
for each game of Steel Legions, so 
that no matter how many times you 
play it — even if you always play in 
the jungle or the city every day for a 
year — you'll never get the same 


market. It is also impresse« 
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resilience and virtual memory 
capabilities of Win95. ‘A month ago 
we had a bug in the code which 
leaked about half a megabyte of 
memory for every frame we 
rendered, and it's a testament to 
Windows 95 that even with over 
100 megabytes of memory 
allocated the game was still 
running,’ Steve grins. ‘Slowly, mind 
you, but still running. You couldn't 
do that on a PlayStation.’ 

‘When you come to a hill or a 
bank, occupy the sunny side, with 
the slope on your right rear. Thus 
you will at once act for the benefit 
of your soldiers and utilise the 
natural advantages of the ground.’ 

Sun Tzu Wu is Jim's favourite — 
well, favourite after running 
marathons and playing chess, that 
is. He left NEL a year or so ago 
when they offered him early 
retirement, and running and chess 
were all he had in mind to keep him 
busy for a good few years (and he 
looks as though he'd be good for 
another 50 years of so — this man is 
fit). He knows things about Al that 
the Government should be 
uncomfortable to have walking 
around in the private sector — and 
his genius that means Stee/ Legions 
could probably pass a basic Turing 


s bad days, they'll love 
commander and 
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you. If you give 
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them bad orders, they'll try to frag 
you. That sort of thing. They'll talk 
about you behind your back. 

‘One of the highlights for me is 
that the Als in our games aren't 
designed to work at their very 
maximum capability all the time,' 
says Jim. 'Rather, they're designed 
to emulate as closely as possible 
the characters they represent. We've 
had a number of arguments in the 
development — you can have a 
situation where the Al can work flat 
out, but its main mode is to 
represent ordinary humans as 
accurately as possible." 

Behind their Al characters is 
neural net technology to cope with 
the huge inputs of which the game 
is capable. Neural networks, once 
they've finished their learning stage, 
are inherently quick and use much 
less of the processor time than 
other processes. 'One of the first 
tasks | had was to delve quite 
deeply into military tactics and 
strategy, looking at the great military 
leaders of the past,’ says Jim, ‘as far 
back as Sun Tzu Wu — that guy was 
fantastic, the things he was saying 
2,500 sa ago are still applicable 


oa theyd never dieci 


_ Steel Legions can be played at 
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general at the top, taking a strategic 
view of the battlefield and watching 
the big picture. You can be a grunt 
hun down in a i | 
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Steel Legions comes complete with the now traditional dosage of full motion video. A pilot 
(left). The dropship prepares for a bumpy landing (centre). A shot of the exterior of the base, which is under 


wondering where your next tin of 
cold C-rations are coming from. Or 
you can be anyone in between. 
With the Internet's bandwidth 
being too narrow to accommodate 
a fast-paced game, for now Digital 
Animations concedes that local 
network play will be the only 
feasible environment for Stee/ 
Legions, although it hopes to have 
the game running on BT's Wireplay 
service and possibly even Dwango. 
Then you'll never know, nor need to 
know who you're playing against. 
‘In Steel Legions the human 
player is a guest,’ adds Jim. ‘It's 
basically a game of Als and you 
come in and replace one of the Als, 
so it's always fully-populated.’ DA 
are already planning interlocking 


company focus 
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games which will play in 
the Stee/ Legions universe and, for 
example, allow for greater gameplay 
diversity. ‘We've spent a lot of time 
on the background, the physics and 
politics of our universe which, 
although we may not be able to 
exploit them in this game, they will 
appear in future games,' says Steve. 
'We call it SPICE, the SPace 
Integrated Combat Environment.’ 
But that's another story... 

‘It is the business of a general 
to be quiet and thus ensure 
secrecy; upright and just, and thus 
maintain order... He must be 
able to mystify his officers and 
men by false reports and 
appearances, and thus keep 
them in total ignorance.’ 


Digital Animations' operations director Colin McNab; sales and marketing director Catriona Paton; 
and creative director Michael Antliff. The company is also heavily into artificial life (see page 58) 
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The atmosphere within Sega’s annexed coin-op design department is very relaxed, with the 
emphasis on creativity and innovation. First project, Sega Touring Car Championship (left) 


rimarily we want to produce very powerful games, using strong colours and graphics that are 
very realistic. Also, it's very important that we work on games that we really want to do — we don't 
want to only make competitive games, we want to make captivating games based on new 
concepts, games that are really challenging. 
These are the words of Tetsuya Mizuguchi, the Sega producer who's broken away from the strict confines 
of the company's AM divisions and hand-picked a team that he hopes will be able to replicate the success of 
Sega Rally, the smash hit whose development he oversaw while working as a producer within AM3. 
'We wanted good working conditions and our new department is small,' he explains. 'From a creativity point 
of view, big teams have advantages and disadvantages. We certainly don't believe that it’s bad to be separated 
from AM3. Before creating the department, | explained the concept to AM3’s manager and then to Higashi 


Suzuki, the head of amusement machine development at Sega. 
Together we all agreed that creating a new department, separate from 
AMS, would be a good thing. 

‘Initially, we started with only six or seven people - Sega Rally s 
programmer and some designers. Then we took on board more staff. 
We're currently only working on Sega Touring Car Championship, but 
we're aiming at making about two-and-a-half games a year. This year 
we might even begin work on Sega 
Rally 2... but the game is only 
running in our heads at the 
moment! We are now really 
impatient to start working 
on Model 3.' 

Sega Touring Car 
Championship is the logical 
progression from Rally. Presently 
only 6096 complete, the finished game will simulate the touring car racing 
scene that's enjoyed a surge in popularity in Europe in recent years. 

‘It's essentially a competition game playable with linked cabinets,’ 
explains Kenji Sasaki, the director of the project. 'Beginners will be able to 
play it and take advantage of the gradually increasing difficulty level. As in 
Out Run you'll have to reach a goal in order to get to the next level. 


Tetsuya Mizuguchi's ambition is to produce games with 
unrivalled realism for both coin-op and console markets 
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These early visuals from Sega Touring Car Championship give an indication of the quality of graphics that AM Annex is striving for. Sega's 
though the team are anxious to get to grips its formidable big brother, Model 3. Sega Rally 2, perhaps? 


Model 2b rd delivers the visuals a 


But advanced players 

will also be able to enjoy 
its time-attack mode.’ 

The team behind the 
game has pedigree, though 
not all of the Annex group 
has worked on racing titles 
before. ‘Only a few of the staff that worked on Sega 

Rally are working within what's now known as AM Annex’ says 
Mizuguchi. 'We brought in some members from outside, and some have been 
transferred from other departments within Sega. We've now got about 15 people in 
Sega Annex - as | said, we didn't want to have a big team. Our chief goal was to get 
respected creators working together.’ 

Touring Cars programmers are striving to make it an even more exciting experience 
than its previous efforts. ‘In Sega Rally the player was principally driving alone - it was 
kind of like the player performing in a competition against himself,’ adds Mizuguchi. ‘This 
time there'll be many cars appearing during a race: cars will bump into each other and 
generally get in each others’ way. The competitive aspect will be really improved.’ 

The rough-and-tumble angle is one that graphic designer Kumiko Shioji is 
especially keen to bring to the fore: 'We want the player to be impressed by the game at 
the first moment they look at it. When cars bump into each other we're aiming to get very 


‘We want the player to be impressed by the 
t m ooks at it. 
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impressive effects. We really want to avoid having cheap-looking graphics.’ 

Sega is respected for researching its driving games meticulously, and this attention to 
detail is in no small part responsible for the success of games such as Daytona USA and, more 
recently, Manx TT, whose development saw its designers visiting the Isle of Man to get firsthand 
experience of the sport. AM Annex has approached the Touring Car project in a similar vein. 

‘We thought that a competition covering cars from all over the world would be interesting,’ says 
Mizuguchi. ‘We had the opportunity to see touring cars running up close, some of us had the 
chance to drive real racing cars, and we also met some pro drivers. After this, everyone here was 
excited by the prospect of making a game based around touring,cars.’ 

Kumiko Shioji has designed the game's cars and backgrounds, having visited numerous 
locations around the world to acquire the flavour of real tournaments. ‘I went to Finland and | took 
some photographs in order to recreate backgrounds in the game. | look at real life backgrounds 
with my own eyes and try to recreate the same atmosphere on the computer screen. As you'd 
expect, the main problem | have is trying to keep everything as close to reality as possible.' 

The team has only been working on the game since April but plans to have it finished by 
———— M September in time for its debut at the JAMMA show. By that time it will have four cars to choose from 
STCC. Mizuguchi-san (above) also 
travels extensively to gather data 
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- an AMG Mercedes, an Opel Calibra V6, an Alfa Romeo 155 V6 TI and a Toyota Supra GT, all of 
which have been designed with cooperation from their manufacturers, and thrown around on 
screen using Sega's well-established Model 2b technology. 

Miziguchi's Rally was lauded not only for its visuals but also its feel, a factor that made it the 
coin-op with the closest-to-reality feel ever seen in the arcade. Naturally, Mizuguchi is aiming 
for similarly impressive results in Touring Car. ‘We wanted to make a game with lots of "gravity". 
The weight of graphics could be the keyword in describing the game — we've been saying that 

a lot recently. We wanted to make a game graphically very "heavy". Sound-wise we're aiming 
for really impressive effects and music. We've sampled the engines of real cars and we'll be 
putting speakers in the seat to give a realistic feel. We've also included techno music.' 

Mizuguchi's fondness of the dance music scene is manifesting in a way that mirrors what 
has been happening in the Western videogames industry, which has seen collaborations 
between the likes of Psygnosis and techno bands such as Orbital and Leftfield. 'Some of the 
music has been done by dance artists, and we've also got some work from AVEX-TRAX [a 
leading Japanese record label specialising in techno],’ confirms Mizuguchi. ‘The concept 


Bhce we're aiming for really 


Mahy peikar In the coir sear 


etsuya Mizuguchi, producer, Sega at 


was to make BGM (background music) which fitted with the acceleration you feel in the 

game, so we decided to use techno music. We've used musicians from Japan, of 
course, but we're also using an artist from Belgium and one from Italy. We're writing a 
specific theme song for the game and, as we did for Sega Rally Championship, we're 
going to be putting out a race remix CD.' 

Sega Touring Car Championship is likely to mark Sega Annex 's first and last 
dalliance with Model 2 hardware. The team plans next to work with its esteemed 
Model 3 board and whenever it's name is mentioned Mizuguchi's eyes sparkle and a 

broad grin extends across his face with anticipation. 
Sasaki-san is equally optimistic about the possibilities 
afforded by Sega's newest technology: 'Until now we 
haven't been able to make stages using rain or snow. 
Also we couldn't really do night stages - | don't mean 
completely dark stages, but stages with medium lighting 
and nice lighting effects. With a Model 3 board we'd be 
able to do these sorts of things. We've tried to make 
snow stages [with Model 2] but we gave up because the 
general look was too crude'. We'd be able to express 
ourselves more efficiently with Model 3.' 

‘When a designer is working within the confines of 
Model 2 the work is very difficult,’ claims Mizuguchi. 
‘Because the texturing is monochrome, designers have 
to gather different colours on polygons to get a good 
effect. This work is very fastidious and time consuming - 

| Ane" — à with Model 3, and in the future, Model 4, the designer 
E re 3'30°00 will be free to concentrate on other work.’ 
rent AMG Mercedes C-Class |MT] Despite his track record, Mizuguchi isn't in love with 
the idea of producing more racing games for the sake of 
it. My prime concern is making games that are lively — | 
want to work on at least one per year and gradually 
improve their quality,’ he says. ‘But | also want to explore 
new concepts - our new department has some very 
strong skills. Personally, | want to make new games that 
are based on dreams. l'm not saying rally games aren't 
my dreams, | simply would like to make games related to 
fantasy - | want to create new worlds. | would also like to 
try, at least once, developing a console game.’ 

Naturally, AM Annex 's creative vision will continue to 
be at the mercy of market trends and what games are 
generating the highest revenues. However, with some 
ambitious plans for videogames and the world's most 
powerful realtime hardware soon to be at the disposal of 
his team, expect some exciting and dynamic * 
As in wm Rally, STCC gives the games to surface in the near future. 


player a choice of different cars. 
Director Kenji Sasaki ( far right) 
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Kumiko Shioji (top) works on the track in ira for the game trying to 
attain a high level of realism while Mizuguchi-san oversees the project 


MICHELIN 


With its now customary 60fps update and hi-res display, Sega Touring Car Championship looks destined to become another racing classic in 
Tetsuya Mizuguchi's stable that includes Sega Rally Championship, and more recently, the excellent Manx TT. Expect it to appear in the Autumn 
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issue 8 
June 1984 


News Taos. a global. multiformat 
Operating System. is drafted 

Prescreen Doom on the Jaguar 
Testscreen Art of Fighting 2 (Neo Geo) 
and Fatal Fury 2 (PC Engine) 

Features Edge talks to Sega's Yu Suzuki 
about Virtua Fighter and Daytona 
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July 1884 


News Early conjecture arises over à 
Nintendo 32bit console 

Prescreen 3DO showcases Jurassic Park 
and Doctor Hauzer 

Testscreen 3D0 Wing Commander 
Features Is 3DO Dead on Arrival? 
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Issue 14 


November 1884 
News A full report from the ECTS 
Previews Ridge Racer makes its first 
appearance on the PlayStation 
Reviews Doom II smashes onto the PC 
Features Edge crosses the Channel to 
visit French developers 
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January 1995 
News Sony gives final details and 
specifications of the PlayStation 
Prescreen Tekken and Starblade 
Testscreen Little Big Adventure shows 
what can be achieved on the PC 
Features Saturn is exposed - from the 
hardware specifications to the history of 
Sega's misunderstood gamebox 
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Bab issues 


Edge is not a magazine to linger for 
long on newsagents’ shelves. If you 
have missed a few issues, here is the 
perfect chance to complete the set... 
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February 1995 
News Sony releases the PlayStation in 
Japan. Edge has the full details. 
Conjecture over Nintendo's Virtual Boy 
unit continues 
Prescreen More games appear for the 
PlayStation, including Toshinden and 
Motor Toon GP 
Testscreen Virtua Fighter scores well 
for the Saturn, but Ridge Racer steals 
the limelight 
Features Edge gives the full story behind 
the PlayStation. plus the future for 
home entertainment 


issue 18 

March 1995 
News Full report from CES show 
Prescreen Edge visits AM2 


Testscreen Toh Shin Den on PS and 
Clockwork Knight on the Saturn 
Features Edge chronicles the life of the 
PC: and accounts the rise. fall and rise 
(and fall?) of Atari 
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April 1995 
News Japanese sales figures give the 
Saturn the edge in the 32bit race 
Prescreen Daytona and Panzer Dragoon 
show the Saturn's muscle 
Testscreen Descent takes 3D to new 
limits on the PC 
Features Edge details the history of 
Apple Computer. the company behind 
the most friendly OS in the world 
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June 1885 


News Hasbro announces VR plans 
Testscreen Daytona USA receives the full 
Edge treatment and Tekken on the 
PlayStation cleans up 

Features 3D0's history documented 
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Issue 23 


August 1995 
News Sega sneaks out Saturn units in 
the US before the official launch date 
Prescreen Wipeout unleashes the 
PlayStation's true potential 
Testscreen Star Trek TNG materialises 
Features Saturn's development 
problems exposed and Commodore's 
history extensively chronicled 


May 1995 
News Specs for 3D0's M2 unit are 
uncovered and NEC create a 1Gb 
RAM chip 
Prescreen Edge details Heart of 
Darkness, Amazing Studios stunning 
graphical showcase 
Testscreen Killer Instinct is in arcades 
Features More PlayStation details 


July 1885 


News Problems dog Ultra 64 
Testscreen Full Throttle shows LucasArts 
still excells with ‘point-and-click action 
Features M2 exposed. linking up 
PlayStations. Japanese RPGs 


Back issues cost £5 each, or £4 each for two or more 
(including postage & packing). 

The Edge slipcase (left) is the ideal way to protect 
your copies. Each one holds a 
year's worth of Edge and 
costs just £6. 

To order, send the coupon 
below, with a cheque/PO 
made payable to Future 
Publishing, to: 

Edge Back Issues, Future 
Publishing, FREEPOST 
BS4900, Somerton, Somerset 
TA11 6BR 
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6096 
Special dition 


Autumn/Premiere 
Edge takes all the 16bit 
and next generation 
consoles, rips off their 
lids and scrutinises the 
hardware inside. The best 
games for each system 
are documented and 
criticised, and the truths 
only Edge can find out 
are revealed. Plus. Edge 
interviews the 
videogames industry's 
shakers and makers to 
discover what treats are 
in store for games players 
in the next few years 


NB: Issues one to eight, 
eleven, twelve, thirteen and 
fifteen are sold out. 


Issue 24 


september 1995 
News M2 technology picks up speed 
Prescreen Tekken 2 and Loaded make 
first appearances 
Testscreen 3D Realms Terminal Velocity 
impresses on the PC and Virtua Fighter 
Remix improves on the original 
Features An explanation of the 
techniques involved in motion capture 
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October 1995 
News Developers get their hands on 
Nintendo's Ultra 64 technology 
Prescreen Edge profiles Scavenger, 
developers of the awesome PC 3D title. 
Into The Shadows. and Saturn ground- 
breakers, Scorcher and Amok 
Testscreen Command & Conquer dictates 
the future of PC strategy games 
Features The ultimate guide to landing a 
job in the videogames industry 


Issue 26 

November 1995 
News Full report from ECTS 
Prescreen Doom follow-up. Quake. is 
showcased, as is Capcom's Resident Evil 
Testscreen Yoshi's Island demonstrates 
Miyamoto's magic 
Features Edge speaks to the world’s best 
strategy game designers 
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December 1985 
News The PlayStation is launched 
Prescreen AM3 talks Saturn Sega Rally 
and Manx TT in the arcades. Marathon 2 
makes an appearance on the Mac 
Reviews Loaded shows off the 
PlayStation's realtime lighting effects 
Features How does game AI work? 


I8816 28 
January 1996 


News 3D0 sells out for $100m. fast 3D 
for Apple. BT Wireplay arrives 
Prescreen Resident Evil looks set to start 
the Capcom revival 

Testscreen Saturn VF2 amazes all 
Features Edge talks to the marketing 
men behind the launch of the Saturn. 
PlayStation and 3D0 


issue 29 


February 1996 
News N64 is displayed at Shoshinkai 
Prescreen Edge focuses on the full 
complement of Nintendo 64 launch titles 
Reviews Sega Rally and V-Cop complete a 
Christmas list for Saturn owners 
Features Edge speaks to the designers 
and hardware experts behind possibly 
the videogaming launch of the decade 


ISSUE 30 
March 1996 


News The Sega-Matsushita rumours 
gather pace. The PC prepares for a 3D 
graphics war, Atari falls on hard times 
Prescreen Edge travels to Germany to 
interview PlayStation coders. Neon 
Testscreen PlayStation’s ultra-realistic 
Total NBA brings basketball to 32bit 
Features The top 50 movers and shakers 
in interactive entertainment 
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April 1996 


News Sega reaffirms its arcade 
supremacy with Model 3 and VF3 
Prescreen Edge visits Bullfrog software 
Testscreen GP2 is the best PC racing 
game yet 

Features Edge examines how videogames 
are merging arcade action with dance 
cultures kudos 


Issue 32 

May 1996 
News Sega and Sony take the 
gloves off... 


Testscreen Civ 2, Terra 
Nova and Spycraft 
Features Top 50 Power 
Players 


ISSU6 33 


June 1886 
News The Spring ECTS turns out to be a 
half-baked effort - Edge has details 
Prescreen The superconsoles battle it out 
in the 3D platform world 

Testscreen Resident Evil fulfils PlayStation 
owners hopes for a killer adventure 
Features Edge visits Psygnosis Liverpool 
HQ for the lowdown on its development 
and takes a trip to Interactive Magic 
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July 1996 
News The Nintendo 64 debuts to a 
mixed reception at E’ in Los Angeles 
Prescreen Extensive previews of 
Nintendo's Super Mario 64 and 
PilotWings 64 
Testscreen Konami's International Track 
& Field rekindles Hyper Sports magic 
Features Edge visits Gremlin to examine 
its 32bit developments. Plus, is Microsoft 
trying to take over the world of PC 
gaming. too? 


ISSU6 35 
August 1996 


News Nintendo's 64bit console is 
released in Japan 

Prescreen Psygnosis The City of Lost 
Children and EA's The Darkening 
Testscreen With the launch of the 
Nintendo 64 comes Super Mario 64 and 
PilotWings 64 - Edge has the verdict 
Features Nintendo's day of reckoning 
arrives. Plus, Edge meets CodeMasters 
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September 1996 
News Edge speaks to the UK games 
industry's publishing bigwigs and asks if 
Nintendo is shooting itself in the foot 
with its European N64 strategy. Also. id’s 
Quake suffers at the hands of pirates 
Profile Sega's ex AM3 supremo Tetsuya 
Mizuguchi opens up to Edge about his 
plans for coin-op development 
Prescreen Rebel Act Studios Blade. 
Turok: Dinosaur Hunter. Little Big 
Adventure 2. Soviet Strike. Spider. and 
Blizzard's Starcraft 
Testscreen Edge passes verdict on 
Psygnosis F1 as well as Z. NiGHTS. 
Diehard Trilogy. Decathlete and 
Adelines Time Commando 
Features The future of data storage 
explored - just how can designers 
continue to express their creative 
freedom if they are hamstrung by 
memory limitations? Plus. Criterion 
Studios unveils its first internal 
development efforts to Edge 
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manner of everyday objects. such as. say. super-efficient traffic control 
systems, intelligent Web browsers or intelligent telephone routing systems. 
Artificial life, despite having only reached the infancy stage of its life-cycle. 
has without doubt become one of the most closely scrutinised new 
technologies in existence. And, fascinatingly. the pioneering Dr 
Frankensteins attempting to jolt this exciting new technology into digital 
consciousness are neither massive global corporations nor shady 
government research establishments but. instead. games developers - with 
a lot of help from the academic fraternity. 


At the forefront is Cambridge-based Millennium Interactive. whose 


soon-to-be-released Creatures game for the PC will be the first readily 
available, tangible manifestation of artificial life. Following closely is 
William Latham s Computer Artworks. busily engaged on turning its 
genetically modelled Mutator engine into the basis of a computer game. 
Tiny Scottish developer Digital Animations is turning the expertise learned 
by many of its staff at a now-privatised space/weapons research 
laboratory into a new super-Artificial Intelligence engine which will be 
used as the basis of a genre-busting game. Steel Legions (see box-out. 
p63 and feature, p46). The games world. previously home to all that is 


frivolous and justified by nothing more sophisticated than pure. 
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unadulterated entertainment value. has, through artificial life, made an 


revious 


evolutionary jump into a scientific test-bed. 

This scenario is not.as unlikely as it may sound. The seeds of artificial 
life were sown when programmers realised that they could induce 
surprisingly organiclike behaviour in computers, the prime example 
being a program called Life, developed in the 1970s by an academic 
researcher called John Conway. Life chops the computer screen into a 
grid and applies very simple rules to dots or cells on the screen - certain 
arrangements of cells breed new cells, and certain other arrangements 
cause existing cells to die. Although very simple. populating the initial 
screen with certain patterns can eventually breed a state of equilibrium in 
which the resulting cell population seems to be self-sustaining. and the 
resulting pattern often mimics one of the recurring patterns seen in 


natural life. 


Millennium interest in artificial life grew from a similar project, 
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The cute animals in Creatures learn from experimenting with their 
environment and then pass on those ‘genes’ to generations of offspring 


of some sort of financial return. so it took the obvious step, as a games 
developer. of turning the technology into a computer game. If Creatures 
hits, this will pay off. According to Millennium's Michael Hayward. The 
next stage is to develop partnerships, which would enable us to exploit 
the underlying technology of Creatures before anyone else does. But so 
much attention has surrounded the game, and indeed. the game itself (in 
the final stages of debugging as Edge went to press) is looking so 
compelling that-it may be some time before Millennium is able to explore 
the possibilities of its artificial life engine. 

But. on paper. these possibilities are astounding. By digitally modelling 
organic life processes. such as a genome set ( which. like all sets of genes. 
can handle a level of mutation) which governs digitally modelled versions 
of the chemical reactions which take place in the bodies of living 
organisms. and a brain whose synapses connect according to external 
stimuli much as in a living organism. Millennium believes it has created a 
system which. in Michael Hayward's words. ‘is like a heterogeneous neural 
network that modifies itself, without anyone having to say yes or no to it. 


In other words. it's a self-teaching neural network. Millennium is hoping 


. that. when applied to its digital Norns (the life-forms from Creatures), it 
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Norns with interesting behavioural patterns: 'One of the Norns worked out 
all by itself that if it picked up eggs and threw them in the incubator, out 
would pop a friend. So it spent a lot of time scouring its habitat for eggs. 
This was unbeknown to my colleague on whose computer this was taking 
place. He went to lunch and got back to find a room full of Norns 
squabbling with each other. and he couldn't work out where they came 
from until the first Norn brought another egg into the room. 

This mirrors a major artificial life experiment conducted by Tom Ray. 
a US-based research scientist. Called Tierra. the experiment's purpose is to 
determine whether sustainable digital life can be created on the Internet. 


Ray has taken what is essentially the code governing computer viruses and 
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doctored it to remove all traces of the unpleasant effects normally 
associated with such programs. He is concerned with studying how these 
digital organisms cope with different computing environments ( can they 
exist on the choppy waters of Internet servers as well as calm lagoons like 
home PCs?) and whether they can develop the ability to form colonies 
and so on. The organisms themselves are nowhere near as sophisticated 
as Creatures Norns, but are a huge evolutionary rung up from the simple 
dots in Life. They are not designed to be able to do anything as complex 
as think. or even make decisions. Rather. they are designed to achieve an 
instinctive level of survival. At this point. things become a tad scary. If they 
do survive, will they be able to evolve to a more sentient level? Ray has 
built in plenty of self-destruct mechanisms, and intends to keep the 


experiment's conditions as much like a laboratory as possible. 


Creatures mosca is vers did The Norns will. of course, e ^ ing 
~~ a3 1 ae à 


y AS 2d us MTS ML 7S. sgn Mese 2D 


x "s solely t mw Sy ee oe *- T i aod ba ers 


$5*58ir268 


oan 
(D 


whether they can merely survive but in seeing how they can develop by 
learning from visual and tactile stimuli ( coming from both objects found 
and humans playing the game). how groups of Norns can learn to 
interact with each other and. most important of all. how that interaction 
alters down generations of Norns. Not even Millennium knows what is 
going to happen in any of these respects, so everyone who becomes an 
early Creatures adopter will be engaging in a fascinating experiment in 
digital genetics. There is a danger, of course, that Millennium might not 
have got its routines quite right. so this experiment may prove a huge 
flop. At least Norns only have a life-span of roughly 40 hours. so it will 
take much less time for Creatures adherents to see the effects of 
evolution than it does in the natural world. 


But if. as in the egg-hatching example given above. Norns can learn to. 


effectively. learn, and then pass what they have learned to future 


generations, thereby becoming more intelligent as time passes. then 
Millennium will find that it has a potent technological engine. which could 
possibly be employed in a number of real-life situations. In practice, the 


generational aspect of passing information to offspring will be nigh-on 
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remember. is supposedly able to teach itself to take decisions — that exists 
within Creatures and embed it in some surprising places. 

The company's Michael Hayward is brimming with examples: ‘What it 
will be good at is building a knowledge base with no preconceptions. For 
example. it could be used in Internet search engines. where it could learn 
the sort of things you like and go and find them. Or. it could cope with 
3D database analysis. in which a company like Barclaycard could use it to 


monitor buying patterns and look for weird stuff. Likewise, it could be 


used to make stock market predictions. Because it has no preconceptions, 


Millennium's Creatures (left) is the first videogame to incorporate artificial life technology, meaning gameplay developments cannot be predicted. 
Digital Animations Stee/ Legíons (right) uses complex artificial intelligence routines to individualise the game's soldiers. See page 46 for more 


it won't know anything at the start. But it could monitor the stock market 
over a period of time and on the basis of that predict future trends. Or it 
could be used on massive phone networks to predict call surges. 

These are all areas in which neural networks have been used to offer 


oracular predictions. with mixed success. so it would appear that in the 


impossible to apply to the sort of everyday objects into which Millennium 
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systems - to good use, and Digital Animations was bom. i peta 
ae ale iaa egions, to be. by Eidos in time eit 
coming Christmas rush. Battle strategy games are two-a-penny, of course, but thank ML girar pene 
coming ee ee ete an wees Cae eiecti ipe epist | 
thinking, has given Steel Legions attributes possessed by no other game on the market. | 
The company’s chief Al boffin, Jim Robertson, explains: ‘Existing games that use Al tend to be poor. There are a number of 
reasons for this. First, most of the development effort goes into the graphics and gameplay, and Al is an afterthought. Second, 
Al is inherently a difficult field to grasp. Third, the approach taken is fundamentally wrong." 
Robertson has ten years of Al research at the NEL behind him, and this, he claims, has allowed him to ‘Produce an Al 
philosophy here at Digital Animations which is fundamentally correct. Take chess games. These are designed as monolithic 
single entities, which is how most in-game Al engines work. In other words, they have a set of rules and probabilities 
governing outcomes, and if you haven’t programmed a rule for a probability, they won’t recognise that outcome as a 
probability, so you get blind spots. 
‘What we’ve done is take a modular approach using Al agents, which are single Al objects that can think for themselves; 
these combine to give the game’s Al. In Steel Legions, you have two sides in a battle, and each side has men and machines 
split up as battalions and so on in the correct military style. In the game, each one of these positions is occupied by an AI 
agent. Although there’s one game Al 
engine, it runs individually, with different 
characteristics fed into it, for each 
character, so each acts differently. In a 
Steel Legions battle, the outcome depends 
on the Al of each agent and the 
communications between those agents, 
namely orders from their superiors. 
*So where do the gameplayers come in? 
They enter the battle as a guest. For 
example, if you choose to take over the 
character of the commander, that Al 
character will go out of the game and you 
will take its place, and where the Al engine was making decisions, you will now make the decisions.’ 
This innovative approach breeds a number of scenarios which are way beyond the remit of existing battle strategy games. 
For a start, it means that multiplayer games of Steel Legions are physically the same game as singleplayer games, and that a 
Steel Legions game can start as a singleplayer game, then become a multiplayer game and end up again as a singleplayer 
game. If a particular phase of a Steel Legions game was dragging on a bit, you could take a time-out, put an AI character back 
in your place, and re-enter the fray at a later stage. Or you could start off, say, commanding a battalion, then take over the 
character of one of the troops on the ground, just to get a feel for the action. 
Robertson claims that, ‘The Al characters can be tailored to act like you.’ This is simply achieved, by monitoring your inputs 
as the game progresses. Thus, you can mould an entire Steel Legion in your own image - as long as you have the patience to 
spend a period playing as each character. Unlike artificial life systems, Robertson concedes that the ‘Central Al system does 
not learn as it conducts a campaign in Steel Legions. But at the end of any game, we use the profile generated to upgrade the 
characters, so those characters benefit from having greater experience.’ Artificial intelligence, it seems, still has its uses, when 
applied in an intelligent manner. Perhaps next year, battle strategy enthusiasts will testify to this - presuming Digital 
Animations gets all the factors that go into creating a top-notch strategy game up to the standard set by Steel Legions’ 
underlying technology. 


William Latham's company, Computer Artworks, uses 
artificial life routines in its Mutator Engine (top right). 
Genetic modelling algorithms are incorporated in the 
Engine code to provide the 3D models with organic 
characteristics. The company's attempts at breeding 
artificial lifeforms are extremely interesting to observe 
(breeding mutation, above) and resemble the organic 
artwork of Alien designer, HR Giger. Its Organic Art 
screensaver mutates and 'breeds' in realtime (far right) 


artificial life systems, which have an in-built element of unpredictability, 
which comes from the genetic engine. 

Hayward gives more examples of how this unpredictability - which, 
paradoxically, gives the system (at least in theory) some form of learning 
ability - can be harnessed: Take formula one cars. Companies can't afford 
to do much testing because it costs so much to hire circuits and drivers. 
and buy fuel and so on. plus there are massive time constraints. You 
might want to know what effect moving the engine forward by a few 
millimetres has on the car's handling. Teams have traditional computer 
models which attempt to determine this, but the drivers often report the 
onis result to what was predicted when they actually get in the car. 


Hawai. contends that artificial life engines could | provide a virtual 


rudimentary. automatically generated traffic flow data. learn how to keep 
traffic flowing as quickly as possible. 

Other applications of AL include televisions which learn what sort of 
programmes you watch, and intelligent microwaves which automatically 
cook. say. a pizza for the right length of time. One wonders whether. as 
computers acquire the ability (thanks to genetic modelling) to indulge in 
some form of thought the human race will have become so lazy that 
evolution dictates that certain parts of its bodies are no longer required. 

Although theoretically possible. it looks as though it will be some time 


before artificial life technology makes an impact on everyday life in such 
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ways. In the meantime, you will have to make do with AL computer 
games and Net-based AL experiments. But already Millennium is not 
working in a vacuum. William Latham's marrying of computer technology 
and genetics has been extensively covered in previous issues of Edge and 
according to Latham his Computer Artworks, ‘Can now be thought of as a 
games developer. rather than just a producer of pretty digital art. Latham 
and his colleagues are currently grappling with the intricacies of creating 
a full-blown AL videogame, based on Computer Artworks’ Mutator Engine. 
which uses genetic modelling not to create semi-sentient digital organisms 


but to create new shapes and forms with an oddly organic look to them. 


Creatures ar val 


able to amers will 


d ence 
us cen .. 
nó o án "^ 
ore a 
. Social engineering - 


one erse 


ER dise $4 


s 
A talanoa hp e a moni tor care uly, with 


ps r lng vii 


E ARAE dnd s Its potential D» 
wes i "Y $ | N | 


Like the AL engine behind Creatures. Computer Artworks Mutator 
Engine can be used for financial analysis but Latham. who is essentially an 
artist, is more concerned with using it for exercises such as predicting the 
shape of the house of the future. so it is likely that any game based on the 
Mutator Engine will be angled more towards creating strange. futuristic 
worlds rather than creatures which socially interact. At the time of writing. 
Computer Artworks has embarked on a pilot scheme for the game. which 
was originally due to be completed late this year. It now looks as though 
this pilot scheme will be ready for delivery next March. by which time 
Latham hopes that the interest shown by games publishers such as BMG 
has not waned. At least Creatures imminent arrival means that games 
enthusiasts will be able to experience the new-found symbiosis between 
computer technology and genetics before anyone else. But who can 
predict how artificial life - which exists as nothing more tangible than a 
stream of notional 1s and Os, yet behaves in an organic manner - will 


affect our lives in the future? € 
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| Each Creatures owner will take delivery of a set of eggs, on disk, which have different genetic characteristics to ali other 
copies of Creatures - or so Millennium assures Edge. Millennium has built into Creatures the 


ability to manipulate your Norns’ genomes, so expert Creatures’ users will be able to perform 
genetic experiments designed to breed a certain type of Nor. Millennium is hoping that, as 
coples of Creatures find their way around the globe, people in different countries will interact 
with their Norns in different ways, and manipulate their genomes in different ways, thus 
breeding different races of Norns with different behavioural patterns and social characteristics. 
Norn eggs can be distributed freely - having bred ten generations of Norns, for example, 
you could take one of the latest batches of eggs, put it on a disk and hand it to a friend, or 
even post it on the internet. This raises all sorts of possibilities, which are rather reminiscent of 
dog breeding. For example, warrior Norns could be bred, or clown Norns. Even Millennium does 
not know to what extent this will take place, but let us hope that the basic code it has written is 
sophisticated enough to allow Norns to develop emphatically through the generations. Digital 
life, it seems, has the potential to tell us much about ourselves. Even, perhaps, about 
unconscious racial characteristics which are best kept hidden. 
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This month, definitely, 

PC Gamer puts MicroProse’s 
version of the legendary 
card game through 
its paces. 


Tigr ag 


Ly A wallet-sized L= A low-powered v A super-portable 
discreet laser display for digital video 
surveillance and projecting 3D camcorder with 
listening device? imagery? 100x digital zoom? 


We journey to Italy in 
search of the PC's 
finest racing game. 
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T3: Tomorrow's 
Technology Today 
- answering all 
your questions 
about the amazing 
world of high-tech 
hardware. Coming 


to a newsagent 
near you... Soon. 
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PlayStation 


Friendly Qualified Sales Staff Lowest Price Guarantee Policy 
Played It? Trade It! Policy 10 Day Returns Policy 
* A Wide Range of Products 


PlayStation 


do. Wes Doce TN | «4 PLAYSTATION 
ELM ur. eu ne ea It’s here! Sony's 32-bit CD-based next generation 
VERRE SEC. DATE fee ec pu dt AR video game system delivers arcade standard 
Vu Ke IS ETIN RR ME pet ETNE aan games into the home. Sony's custom-designed 
Re M ANAL E NN ED SUE Zu TE MN microprocessors and breakthrough internal 
Du IE. SUUS SIRE Nr architecture lend the Playstation immense speed 
MU EORR S E and superlative graphics processing power. In 
OUS EAT IEEE yersus Va EPFL ARN terms of performance, software back-up, and 
og Ha ze e P. CZ | Ui Ti N distribution, no other console comes close. 
3 Eure NER I o TVs MICI RER RS ape T 73 ; 


MOUSE A M ce 

AD 
Provides perfect control for.those games where a 
standard controllersimply doesn’t provide the 
speed and precision of mouse operation. Two 
buttons for more game play options. Comes 
complete with a Playstation mouse pad. 


«4 NeGcon 
The new neGcon hand-held controller is perfect 
for racing games, fight sims and sports games, 


yet still compatible with many other Playstation CONTROLLER v 
games. Radically styled, ergonomically designed 


grips that fit snugly in the hands. Provides easy 
and comfortable access to all buttons. Four action 


«4 MULTI TAP buttons, two pairs of top-motinted buttons, and 
Now Sony's new multi tap means more players directional buttons that provide the most reliable 
can enjoy the Playstation at the same time. The direction control ever. 


adaptor allows a number of controllers to be 
used simultaneously with the growing list of 
Multi tap compatible games. You can either play 
in teams against the computer or battle it out 
head-to-head in the same game environment. 


MEMORY CARD 

Allows players to save and load game data 
be it high scores and best lap times, or 
their position in a full adventure or 

campaign. Requires no batteries 

- utilises the latest in 'flash' 

memory technology. 64 Kbytes 

capacity with high speed access 
at 10 Kbytes per second. The two 
memory card slots on each 
Playstation permit full copying facilities, 
allowing players to exchange saved games. 


< 


THE Specialists In Computer Software & Video Games 


"hn 


A OE 
E 


a 
Vw. ie 


<q TEKKEN 2 
The sequel has done the impossible and 
improved on the first game with more 
than 10 new characters and countless 
graphical and gameplay enhancements. 
Quite simply the best fighting simulation 
EVER!! 


CRASH BANDICOOT b» 

At long last the Playstation’s first star- 
quality games character! 

Crash Bandicoot explodes onto the 
screens in this revolutionary multi- 
perspective 3D action-arcade platform 
game. Set across an island chain off the 
South East coast of Australia. 


«4 NAMCO MUSEUM 
VOLUME 1 
Take a walk down memory lane with 
Namco's retrospective of the classic 
coin-op titles that form the foundation 
of its peerless arcade heritage. 


ACTUA GOLF > 

Actua Golf has real chipping, real 
driving, real putting and really tasty 
trousers! Two true 3D Golf courses and 
real time motion capture technology 
makes this the most realistic 3D golfing 
environment you've come across in a 
golfing sim. 


«4 FORMULA 1 
Just imagine the chance of beating 
Michael Schumacher in the race to the 
podium -well imagine no longer! Sixteen 
and a half thousand revs, Murray 
Walker, 13 teams, 17 circuits, arcade or 
championships options - this is 
Formula 1 


WIPEOUT 2097 > 

In 1995, an anti-gravity race called 
Wipeout defined the next generation. 
Hailed a classic, it set the pace and 
disappeared over the horizon into a 
techno-drenched future. Blasting a hole 
through the future.... 
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SN ACTIONPAD 


« PSX STEERING 
WHEEL 
The ultimate in Interactive play 
action, combining digital and 
analogue technology. 
@ Accelerator and Brake Pedals 
e Stick Shift Gear Changer. 


SAMPRAS 


EXTREME | 


1en nts 


« PSX 1 


Control pad for Playstation. 


RLO CLASS PLAYE 


(Smurtsmaster 3 


«SAT 1 SAMPRAS EXTREME TENNIS 
Control pad for Saturn. 180 mph bullet-serves in yer face - that's what 
it’s all about. Get an extreme work out with 
Sampras Extreme, the all-action tennis arcade 
game that looks real, sóunds real and feels 
real because it is real... 
8 world stadiums, 22 intelligent motion- 
captured opponents, mathematically-accurate 
ball dynamics, fully sampled speech, sound FX 
and crowd atmospherics, camera action risum z 
tracking, and optimised. viewpoints combine to aa 
deliver exhausting games, sets and matches. í Sae oan piega = 


TRADE IN POLICY 


Video Game tor anything 


< SN ACTIONPAD 
e Joypad for SNES 
e Universal Autofire mode 


SG ACTIONPAD e Slim handgrip design 


« SG ACTIONPAD 
e Joypad for Sega MD 
e Slim handgrip design 
e Universal Autofire mode 


«SG SPRINTPAD 
@® Joypad for Sega MD 
@ Six fire buttons 
e Individual Autofire 
e Slow Motion 
@ Two speed Autofire 


«4 SN SPRINTPAD 
e Joypad for SNES 

0e Individual Autofire 
e Slow Motion 

@ Two speed Autofire 
@ Six fire buttons 


ACCESSORIES 


HARDWARE VIRTUA GUN PHOTO CD 
If you want access to the best Compatible with the Virtua Cop OPERATING SYSTEM 
arcade titles and the most and Virtua Cop 2 ( out soon) View your holiday snaps on the 
innovative original games c ARCADE RACER Saturn! 
from the world leader in A must for all driving games VIDEO CD 
Interactive dei inc. Sega Rally and Daytona Watch your favourite movies 
entertainment, then ma n Championship Circuit Edition on Saturn. 
there is only one e (out soon) 
i ^ ANALOGUE CONTROL 
next generation ira BACK-UP MEMORY PAD 
(6 m "2 x: | —_ CARD A must for NIGHTS and 
, N- : A massive boost to the built in compatible with the rest of 
Saturn. J | iis t. Saturn memory. your library. Adds a new 
— ' , dimension to controlling the 
wea ~~ SIX PLAYER game, especially driving and 
E ADAPTOR flying games. 
Ideal for multi-player games 
inc. Euro '96 


<q NIGHTS 
Enter the fantasy world of NIGHTS, the latest creation 
from the Sonic team. Out of this world graphics are 
matched by a dreamy soundtrack and superb gameplay. AV, 
Compatible with all new analogue control pad. 


FIGHTING VIPERS > 
Join eight of the toughest fighters around in the latest 
coin-op conversion from the AM#2 team. With each fight 
taking place in an enclosed arena, there's no place to 
hide in the brutal, fast-paced, 3D beat 'em up. 


« TUNNEL B-1 
As a secret agent it is your mission to overthrow a 
crazy dictator. Using your hover vehicle you must 
traverse complex tunnel systems and open playing AVAI 
areas blasting al! that stands in the way. 


TOMB RAIDER > 
Take on the role of Lara as she searches ancient 
catacombs in a full 360 degree 3D environment. Tomb 
Raiders brings together puzzle solving and blast ‘em 
up chaos combined with awe inspiring graphics and 


special effects. & 


« SEGA WORLDWIDE SOCCER 97 


The most realistic sim yet seen on a console. Up to 


4 players can choose from 48 international teams in AVAILABLE 
4 games modes, Features realtime commentary from SEPT 
Football Italia's Gary Bloom. » " 


EXHUMED p (i 

Transport yourself to Ancient Egypt in this first person 
perspective 3D action adventure game; Collect magical 
items and weapons to defeat the hordes of enemies 
doing their utmost to stop you recovering King 


Rameses' mummified remains. 
COMING SOON!! & 


ATHLETE KINGS, VIRTUA FIGHTER KID, THREE DIRTY DWARVES, 
DESTRUCTION DERBY, WORLD SERIES BASEBALL 2, VIRTUAL ON DARIUS.2 
DAYTONA CHAMPIONSHIP. EDITION, MANX TT, VIRTUA COP 2 
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A PRO PINBALL “FLIPPING 
MARVELOUS!” 

Prepare to enter the fast, furious and 
frenzied world of pro pinball! 

Do you want loops, magnets, drop targets, 
6 balls at once and much more, all at an 
incredible 60 frames per second? The only 
way to make pro pinball more realistic 
would be a £1 coin slot in your console! 


A GUNSHIP 

Gunship is the most authentic recreation of helicopter combat 
available for the PlayStation®, putting the player at the controls of 
five of the deadliest and most advanced combat helicopters: 
including the famous AH-64 Apache - The ‘Desert Hunter’ of the Gulf 
War conflict ! 


COMING SOON - Top Gun 


TRADE IN POLICY 
Part-exchange your old 

Video Game for anything 

else in our store 

Ask a member of 
Staff for details 

T 


ANDRETTI 
RACING > 


Prove you've got what it 
takes!! Break onto the 
sport racing scene as a 
hot-shot rookie in EA 
sports’ unique career 
mode. Andretti 
Racing™ takes your 
emotions to the limit 
by challenging you to 
the survival of the 
fastest. Available on 
PSX & PC CD-ROM. 
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«4 FIFA 97 


EA’s new technology 
Motion Blending (TM 
Pending ) ensures that 
FIFA’s motion capture 
allows smooth transitions 
between movements, 
eradicating the jerkiness 
of other Motion Captured 
football simulations. New 
skill moves have been 
captured from top 
international footballer, 
David Ginola. Available on 
PSX, Saturn, PC CD-ROM, 
SNES & Megadrive. 


DIE HARD > 
You're at the centre 
of three totally 
different thrill- 
packed adventures. 
Every one you 
choose delivers 
amazing depth, 
palm-sweating 
realism and 3-D 
graphic detail in 
over 40 levels. 
Available on 
PSX, Saturn & 
PC CD-ROM. 
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SOVIET 
STRIKE 
The blockbuster 
STRIKE series returns 
with the hottest 
shooting action on 
32-bit. Take the 
STRIKE helicopter into 
the heart of the 
decaying Soviet Union 
to halt the rise of a 
world-threatening 
military crack-pot. 
Available on PSX & 
PC CD-ROM. 
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£ -. electronics boutique: Voucher No: 0020 


Name TERMS AND CONDITIONS 

ocior es c PRINS 1 This voucher entitles the holder to £5 off their purchase 
when spending £30 or more on products 
featured in this catalogue. Only one voucher to be used 
per purchase and per household. 

2 This voucher is non recoverable and is not 
exchangeable for cash. 

3 This voucher cannot be used in conjunction with any 

Postcode other offer. 

TOY E i oa eee aee 4 THIS OFFER IS VALID FROM 19 SEPTEMBER TO 31 OCTOBER 1996. 

5 In order to redeem this voucher please complete 
your details. 


Address __ 
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If you do not wish to receive future mailings from Electronics Boutique, please tick this box a 
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KILLER teme L2 UNI KONG 


The Ultimate fighting game L—. NTRY 2 / 
comes to b. in this =, | " 
conversi arcade iY d | n, as you 
classic. Battle it out against TN = xc ot across a 


the computer or another 
player, using a vast array of 
spectacular S, combos 
and finishing m ilable 
NES and eboy. 
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A NINTENDO 77 A YOSHI'S ISLAND 

br T MAY TY Guide Yoshi through a series of brightly 
TRAVEL BUNDLES e Se V coloured platform levels, carrying baby 
For portable.gaming fun, nothing can compare to these Mario. Yoshi must protect him from the 
new travel bundles from Nintendo! Both packs include a malevolent denizens er’s 
coloured Gameboy and a free, stylish carrying case, as kingdom, including some incredible 
well as a twin pack of hit games. Super FX chip powered boss characters! 
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nuview 


À meeting point for media capitalising 
on the digital entertainment revolution 


(1Uffiggig 


ultimedia CD-ROMS are often looked down upon by the gaming 
press as nothing but limited edutainment. This month's batch. 
including an interactive mixing desk and a chance to be in Monty 
Python s Holy Grail. provides evidence to the contrary. Also. with news of 
Wipeout 20975 plentiful music content. the audio CD section becomes 
more relevant than ever - music is becoming a distinguished part of 
games and any of the tracks covered this month may find their way into 
future releases. Also coming under the nuMedia spotlight in this issue is 
the Sharp ViewCam and the Hewlett Packard palmtop computer: 
a gadget which will. if not improve your life, then certainly make 
it more interesting for people sitting next to you on the train... 


Essential Mix 3 


e London Records 
e PC CD-ROM 
© £19.99 


andbaggy house compilations seem to have sprouted like triffids all over 

high street record shops and pub jukeboxes. In Edge's opinion. this is more 

than ample justification for ignoring their very existence. But London 
Records has gone to great lengths to ensure that its Essential Mix 3 compilation 
stands out from the faceless crowd. Although normally on two CDs, a limited amount 
will be sold with a bonus CD-ROM. In a similar manner to Sounds of the City: 
Manchester. this CD-ROM has a stab at creating a virtual DJ's booth. Thankfully. its 
execution is way ahead of that of SOTC: Manchester. 

For a start. the Essential Mix 3 CD-ROM has no gratuitous low-quality video clips. 

It just has one screen - a nice, clean representation of two decks seen from above. 
with a mixer between and a record box above. It's pretty easy to use - just flip 
through the record box with the mouse, select two tunes and slap one on each deck. 
At this point, you find that the decks still don't work like digitised versions of 


Technics decks. But at least you can cue them up to a certain extent, as the turntables 


are split into pie-shaped segments. representing different sections of each track. 
Because synching is done automatically by the software, you can just about mix - and 
you can also record your efforts to the hard disk. 

The only problem is that the tunes in the record box come from Pete Tong's 
selection. so, with the exception of Underworld's ‘Born Slippy’ (which got into the 
charts a year after release thanks to Tong's obsessive caning of it). only 
cheesemongers will find anything that they'd actually mix themselves. The audio CDs 
also whiff slightly. with David Seaman and Judge Jules in their most determinedly 
commercial modes (Jules, in particular, can do much better). Luckily Chicago house 
king Derrick Carter steps in to save the day. with a slowish set which mates 
improbably kitsch vocals with intricately mixed ambience to create a bastard son 


Alex Reece 
So Far 


4th & Broadway 


mooth jazz 'n jungle operator 

Reece first came to 

prominence with the lush 
vocal stylings of Feel The Sunshine’ and 
cool restraint of Pulp Fiction’. but So 
Far shows his understanding of dance 
to stretch much further than the radio- 
friendly sound explored on these 
singles. This is a wise move. for Reece's 
clean-cut take on drum 'n' bass leans 
toward the sanitised and bland on a 
couple of tracks. Far meatier are the 
dissonent, techno-edged experiments - 
where ‘So Far’ almost becomes a 
counterpart from Orbital's ‘In Sides 
opus. Àn uneven debut. but Reece's 
hooks prove surprisingly compelling. 


Distance to Goa 4 
Various 


Sony 


his solid compilation starts well. 

with a Goa-style reworking of 

Marmion's old German trance 
classic Schoneberg’, and continues in a 
vein which will please Goa trance fans. 
involving bucketloads of whooshy and 
squelchy effects, dodgy tunes and 
thumping kickdrums. etc. But the 
unconverted will find it quite samey. with 
the possible exception of Technossomy's 
excellent effort. If you avoid the 
seductively lurid packaging of the limited 
fluoro edition you'll find a bonus disc 
much more inventive and varied than the 
main disc with Goa trance classics such as 
Phreakys Tornado' and Hallucinogen's 
‘Space Pussy’. 


which is weird, trippy and often even amusing. Carter is well worth watching 
- along with the likes of BT, he is bringing an intelligence to bear on house 
music which could bring it much-needed credibility. 


SS ae eS BY 
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Essential Mix 3 is the first of this month's ‘do it yourself DJ CD-ROMS. 
Here, the screen display of two turntables is simple, but the selection 
of available tracks to mix is unfortunately cheesy, to say the least 


Mrs Wood & Blu Peter 
Bitter & Twisted 


React 


hereas house collections often 

fall foul of excessive 

handbaggery. the scourge of 
the techno mix set is lack of pace. It's 
just such an absence of any real highs 
or lows in energy levels that turns much 
of the first half of ‘Bitter & Twisted’ into 
an exercise in hard-nosed repetition 
rather than impassioned trance. The 
second CD. one the comically named 
Blu Peter presumably made earlier. is 
far more satisfying. Unafraid to edge 
toward mass dancefloor appeal than 
dive into spectacular acid squiggling. 
efforts from Mark NRG. LSG and Kool 
World display a colourfulness and sense 
of fun that much of the first CD lacks. 


Monty Python and the Holy Grail 


e 7th Level 
+ PC CD-ROM 
. £40 


Ferox 
Adventures in Techno Soul 


React 


his compilation takes Ferox 

out of the underground. and is 

good enough to propel it into 
the limelight. The sound is a distinctive 
cross between funky techno and deep 
house. and the prime examples are Too 
Funk's Venus Fly Trap’ - with deep 
house messiah Derrick Carter on knob- 
twiddling duties. Precession's 
Sandcastle’; deep house at its most 
minimal and textured: Synchrojack's 
shimmering ‘End of the Road’, and two 
tropical techno tracks from Russ Gabriel 
himself, the second of which benefits 
from a remix by what some would 
regard as the hand of God - aka techno 
pioneer Carl Craig. 


Metalheadz presents 
Platinum Breakz 
Various 


Metalheadz 


oldie’s Metalheadz label is 

responsible for inventing 

drum & bass as we know it. 
No surprise, then. that the artists on 
this long-awaited double-CD read like 
a drum & bass Who's Who. Peshay's 
‘Psychosis. J Majik's Your Sound’, 
Photek's ‘Consciousness’ and Alex 
Reece's Pulp Fiction’ are all tracks 
which have achieved legendary status. 
The first disc kicks off with ‘VIP Riders 
Ghost’ from Goldie's Rufige Cru 
project. while the second starts with a 
frightening concoction of keyboards 
and shrapnel beats and carries on in a 
more experimental vein. 


nuview 


The Aloof 
Sinking 


East West 


he sombre. lilting and 

occasionally crashing tones of 

The Aloof go hand in hand 
with a deserted skyline and thundering 
rain. Clearly. The Aloof are from 
melancholy city and with the haunting 
strings, reverbing vocals and fuzzy 
beats furnished with brief traces of 
techno. ‘Sinking’ cuts itself free from 
music pigeonholing and just impresses 
with its richness and variety. Hardly one 
to stick on to liven up a party. ( even 
the 'Come on over here and have some 
fun refrain in Stuck on the shelf" is 
delivered with depressing morbidity ) 
but as sinking feelings go. it's certainly 
more enjoyable than most. 


D-ROMs that take films as their starting point usually turn out to be as 

appealing as a bath full of dog turds. Thank the Lord. then. for 7th Level. 

which has ridden in like a knight in shining armour - or at least, the late, 
great Graham Chapman as the hapless King 
Arthur and his trusty coconut-shell steed - and 
somehow redeemed the game-of-the-film 
genre. If you get past the hilarious parody of a 
CD-ROM registration form. you'll find yourself 
in a proper interactive version of the film. with 
added digital Pythonisms. and a game as 
Arthur passes through each location. The 
games are exactly what you'd expect the 
Python boys to come up with if. they turned a 
hand to games development - and bear in 
mind that Eric Idle executive-produced this 
effort, and Terrys Jones and Gilliam were also 
involved. The games have titles like Spank the 
Virgin and Catch the Cow. and there's a 
delightful version of Tetris with dead bodies 
instead of bricks. Even cheekier is Knights In 
Combat, a delicious spoof of Mortal Kombat 
which, naturally. involves reducing the Black Knight to a limb-less torso. Make it to the ri 
end and you'll find the long-lost King Brian sketch - which appeared in the official 
script but not the film itself - with accompanying Gilliam animation. Just like 
the rest of the CD-ROM, this is a real treat. Remember. kids: just Say ‘Nil 


One of the funniest sections of the game is the Mortal Kombat 


ff, Knights In Combat (top and right) where you must hack 
pu opponents arms and . This will no doubt give the 
designers of that infamous beat 'em up series a few unsavoury ideas 


Continued neut page 
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Sharp VL H420H 
ViewCam 


Developer: Sharp 
Release: Out now 
Price: £1.200 


hen camcorders first started 

to appear on the consumer 

market. they were 
complicated things. way out of the 
technical reach of most budding 
amateur film makers. The Sharp 
range of ViewCams is a big step 
forward because. frankly. any fool 
can use one. While you record, the 
object of your attentions is shown on 
a full colour LCD screen which is also 
used for playback. Simple. 

Of course, apart from ease of 
use, one of the best things about the 
ViewCam is the fact that the lens and 
screen rotate independently. which 
means that you can film from all 
sorts of strange angles without losing 
sight of whoever or whatever is 
actually being recorded. Sharp 
suggests that this feature is very 
good for filming over the heads of 
crowds at sporting events, although 


Continued 


The screen and lens rotate 
separatley. For filming over 


peoples' heads apparently 


liberal-minded readers could 
probably think of a few slightly more 
exciting alternatives. 

To accompany the ViewCam 
range. there is also a large selection 
of accessories, including a TV Tuner 
pack ( the VLH460 can even be used 
as a video recorder) and a video 
printer which can run off 
106x78mm. 256 colour prints 
directly from your camera. The 
possibilities just get more and 
more interesting... 


Sharp VL H430 ViewCam * Contact tel 0800 262958 


" CD-ROM continued 


Spin Control 


e Mixman technologies/Imax 
¢ PC CD-ROM 
* $35 (import) 


t is always refreshing to see CD-ROM's being used in a totally new and 
innovative way, and that's exactly what Spin Control does - the second CD- 
ROM this month to turn the PC into an interactive mixing deck. 

Using it is remarkably simple. First of all. budding DJs have to select a dance 
tune to mix: there are eight US underground tracks to choose from. inc. dub/house 
works by Bass Kittens and Deluxe. Next. users go to the mixing deck where the song 
is separated into 16 tracks - bass line, hi-hat, percussion fills, etc. To play a track. you 
click on the relevant point on one of the records. or use the corresponding key on 
the keyboard. Other tracks can then be set off too. and all can either be locked on or 
controlled manually (so that. when you take your finger off the relevant key, the 
track stops). By doing this, it is possible to gradually build up and record a 
completely individual mix. using the bare components from the original tune. 

There are a couple of other tricks available (an echo-style effect, for example, 
which makes each track sound as though it was recorded in a wind tunnel), but 
that's basically it - yes, it sounds 
boring and limited, but the end 
results are usually pretty 
impressive and its very easy to 
spend ages happily constructing 
complex tunes. In any case, the 
designers have kept things 
simple on purpose: the product 
is aimed at anyone over | 2. 

Perhaps Spin Control would 
benefit from a few more 
features, but as an introduction 
to mixing, this is good fun for 
those who are ‘up for 
it’, 


^ Gadgets and Gear 


Hewlett Packard HP 
200LX palmtop PC 


Developer: Hewlett Packard 
Release: Outnow 
Price: £440 ( IMb). £550 (2Mb) 


in fact a ‘palmtop’. Despite the diminutive 
stature, though, Hewlett Packard's 
machine boasts up to 2Mb of RAM and a 
number of software applications such as 
MS-DOS, Lotus 1-2-3, Appointment Book. 
Phone Book, Data Base and Note Taker - 
all built into ROM. 

Importantly, the HP 2 00LX can also 
be linked up with the office PC and will 
quite happily send or receive email. So 
you never have to be away from 
work again. Scary thought. 


s the pace of life quickens, it 

seems that people are finding it 

more and more difficult to 
separate themselves from their jobs - 
pagers, mobile phones. car faxes, lap top 
computers - the key 
advertising phrase of 
the digital age is. be in 
the office, even when 
youre not in the 
office’. Free time’, 
then. is an endangered 
term and Hewlett 
Packard aren't helping 
matters by coming up 
with such attractive 
little gadgets to further 
the decay. 


Measuring just 
16x8.64x2.54cm and The HP 200LX PC is small enough 
weighing an anorexic 300 grams. the HP to fit in the palm of your hand, 
200LX is a portable PC that's so small the but still reasonably powerful 


term ‘lap top’ simply doesn't suffice: it is 


Hewlett Packard HP 200LX PC + Contact tel 0990 474747 
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In Spin Control, budding DJs can select a song from the first screen 
(above left) and then remix it on the second (above right and main) 


^ books 


Escape Velocity 


of the body ( the ‘drag coefficient’ in 
any technological environment) takes 
* Mark Dery in figureheads as diverse as David 

« £5.99 Cronenberg. JG Ballard. and Trent 

* Vintage Reznor of Nine Inch Nails, as well as 
» ISBN 0-09-959431-5 every conceivable outpost of cyberia. 
from Neo-Paganism to the 


t is time to Neuromantics, prosthetics 
question to the Prodigy. Tetsuo: Iron 
whether a Man to Transhumanism - 


bipedal. breathing body 
with binocular vision and 
a 1.400cc brain is an 
adequate biological 
form. So muses Stelios 
Arcadiou. high-priest of "a 3 
Cybernetic body art, and ^" MARK DERY 
one of a burgeoning 

community of souls looking. as we 
hurtle towards the millennium. to 
achieve escape velocity; to weld 'the 
transcendentalist impulses of the 
19605 to the 'technophilia of the 
19905 and in doing so, escape 
from the imminent obsolescence of 
the flesh towards a future where 
man and machine will be united 


and. of course. the sad 
nameless musician who 
fornicates with his Mac. 
Refreshingly. Dery has little 
time for the vague high- 
sounding pontifications of 
Mondo 2000 editor. 

RU Sirius, and his ilk. and is 
far more concerned with the 
distressing levels of personal and 
social alienation that lurks behind all 
this ‘digital mysticism’. 

It may be true now that ‘those 
who cannot control machines are, 
more and more. controlled by those 
who can’ but with human-evel 
machine intelligence predicted to hit 


in cyberspace. by 2020 that hierarchy may be about 
Dery's superb exploration of to change. Edge readers 
cyberculture’s horror and resentment beware. 


' Competition 


Aura Interactor Competition 


s covered in last month's Edge. the Aura Interactor is a new device which 

you strap to your back and then plug into the audio socket on your TV. 

Console or PC. When switched on. the Interactor vibrates in response to 
bass emanating from the sound source. so plunging the player/viewer into the on- 
screen action. That is. as long as the on-screen action happens to include low 
rumbling noises. 

Edge has now had chance to test one of these devices and it is indeed a very 
strange experience. To begin with the vibrations are a bit shocking and off putting 
- few players. after all, will be used to the sensation of getting rattled from behind 
while playing Ridge Racer. However. pick the right game and the Interactor does 
add a certain visceral element to the proceedings. Edge suspects racing titles will 
benefit most from the contraption. although playing Quake becomes a whole lot 
more scary with one of these things buffeting your back bone everytime the 
onscreen character is even approached by a projectile. 

The trend for input/output peripherals is a burgeoning area (a joystick which 
vibrates in response to bass sounds is due out soon), but. given the average 
gamer's obsession with immersion, coupled with the quality of peripherals such as 
the Interactor ( although the device comes with several cords and sockets, it is very 
easy to set up and feels reasonably sturdy). it will probably develop into a key area 
of videogaming. Stranger things have happened. 

In association with Aura, Edge has six Interactor units to give away. so that 
readers can find out for themselves how being shaken vigorously can improve 
the gaming experience. To stand a chance of winning one just answer the 
following question: 


Q: Earth tremors are measured on the Richter scale. What is the highest number 
on that scale? 


Please send your answer on a postcard or the back of an envelope to Interactor 
competition, Edge Magazine. 30 Monmouth Street. Bath. Somerset, BAL 2BW. All 
entries must be in by Friday, 20 September. 


Note: Edge bins multiple entries without remorse 


The Multimedia 
Yearbook 


+ G Pascal Zachary 

. £8.99 

« TFPL and Macmillan 

* ISBN 0-333-662-56-3 


here are pitifully few books 

in this field deserving of the 

accolade ‘indispensable’ but 
for anyone even remotely connected 
with the computer industry this is 
surely one of them. The Multimedia 
Yearbook is a truly compendious 
volume, expertly designed and 
rammed to the gills with pertinent 
information. Attractively and logically 
arranged, it boasts comprehensive 
listings for 10,000 companies active 
in games and multimedia worldwide 
(names and addresses, hardware and 
software involved. platforms 
supported, the list goes on...) as well a 
glossary of technical terms. a 
conference calendar and a range of 
editorial sections covering markets 
( facts and figures). interviews 
( Nathan Myhrvold from Microsoft. 
Chris Deering from Sony, and the 


nuview 


worldwide. 


nineteen ninety-six 


like), national profiles, and 
publishing issues. 

Inevitably. in such a volatile 
market, some of the editorial content 
is out-of-date even as it goes to press 
but nevertheless there is much wisdom 
contained herein: The entire 32bit 
market is a footnote in history - Bob 
Faber ( 3DO Europe). Above all. 
however, the Yearbook is a fine 
resource tool. Expensive? Maybe. But 
whoever said the best things in 
life are free? 
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DUDSGTING 


@ When you take out a six issue Direct Debit subscription to Edge for only £20 


@ Get every issue delivered to your home 


@ Never miss an issue 
@ No-risk. Cancel at any time to receive a refund on all unmailed issues 


Imileg grrer 


pm i save more than 27% off the cover price 
Play sta with this special combined subscription offer for Edge and The 
Official PlayStation Magazine 
@ Save up to £27.88 over 12 issues with this limited edition offer 


for both magazines 


Crash à 


The lowest prices guaranteed: 


e SAVE £27.88 e Get both titles e No-risk. Cancel whenever e Never miss a 
delivered to your you like and get a refund on single issue of 
home every month unmailed issues either title 


DT complete Bri return the DTOBT Form » 


( between 8:45am and 6pm) 
Point your browser at: 


Subscribing by Direct Debit is the easy way to pay, saving you time and money, but it also saves us 
administration costs - that’s why we can offer you the extra saving plus the FREE slipcase worth £6. You are 
guaranteed never to pay any more for your copy, plus you have the added benefit of the Direct Debit 
guarantee. If you don't want to cut up your magazine then please photocopy this page. 


EDGE SiDscription order 


E I want to subscribe to Edge ( 12 issues ) Title Initials 
m £40 UK direct debit’ @ £42 UK Surname 
|_| £71 Europe || £100 Rest of the world’ Address 


‘Includes FREE Edge slipcase worth £6 
Overseas subs are sent by airmail 


BH -—- my subscription with Edge and The Official Postcode 


PlayStation Magazine Telephes DR 
Edge and The Official PlayStation Magazine offer p 


[| £37 6 issues direct debit » £74 12 issues direct debit EC customers registered for VAT: please quote your number 
when ordering 

IK £77.88 12 issues standard E £136.88 12 issues Europe 

um £189.88 12 issues rest of world E £20 6 issues UK direct debit - free 


Edge slip case worth £6 UK readers return this form by FREEPOST (no stamp required) to: 
I'm going to pay by Edge subscriptions. FREEPOST (BS4900). Somerton. Somerset. 
mH E TAL! 6BR 
Direct Debit Cheque /PO 


Overseas readers return this form (postage payable) to: 
m F : Edge subscriptions. Cary Court. Somerton. Somerset, 
t m UK TAL! 6TB 


Credit card number email: subs@futurenet.co.uk or point your browser at: 


BERS V4 L1 FI IE WWE http:/ /www.futurenet.co.uk/games/ edge /subscribe.html 
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Signed 


(made payable to Future Publishing Lid) 


Date E Tick if you do not wish to receive details of other offers 


" EDGE Direct Debit form 


sra Instruction to your bank or building society to pay Direct Debits 


, Please send this form to the address above Originators identification number 9 | fi] nri Ü DET 


1. Name and full postal address of your bank or building society branch 5. Instruction to your bank or building society 


Please pay Future Publishing Direct Debits from the account detailed on this instruction subject to the 


To: the manager safeguards assured by the Direct Debit guarantee 


/ bank/ building society 
Address Signature s) 


The Direct Debit Guarantee 


—-— * This guarantee is offered by all banks and building societies which take part in the Direct Debit scheme. The 
efficiency and security of the scheme is monitored and protected by your own bank or building society. 


* We will debit your account with the full amount as soon as your instruction has been processed. Thereafter we 
account holder(s) * [f the amounts to be paid or the payment dates change. you will be told of this at least 14 days in advance 


as agreed. 


Postcode 


3. Branch sort code * If an error is made by us or your bank/building society. you are guaranteed a full and immediate refund from your 
( from the top right-hand branch of the amount paid. 
corner of your cheque} * You can cancel a Direct Debit at any time by writing to your bank or building society. Please also send a copy of 


your letter to us. 


4. Bank or building 
society account number | Banks and building societies may not accept Direct Debit instructions for some types of account 
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As the game opens, American George Stobbard is recovering from witnessing the destruction 
of a Paris bistro. It's not long before his mind has something less threatening to focus on 


== he mythic rivalry between UK and US 
| s d developers has never been more obvious than 
EN the genre of the graphic adventures. The 
British-have spent the last few years playing a game of 
catch-up. in particular attempting to emulate the 
careful narratives and classy presentation value of 
LucasArts efforts. With Broken Sword the tables have 
at last been turned. For with this, its third. attempt at a 
point-and-click adventure game, York-based 
Revolution-Software has finally escaped the 
shadow.of-Monkey Island et al and taken 
the graphic adventure to new levels. in 
terms of both-story and spectacle. 

In building its trans-European 
plot around the legends of the 
Knights Templar. Broken Sword 
succeeds in appearing weighty 
and complex without ever losing 
its sense.of pace. The 
undiscovered treasure of this 
Crusades-era order of monks acts 
as the McGuffin, buf around this 
portentous starting point a comedic 
series of episodes have been crafted, 
enabling the game to focus on a large 
amount of character interaction and 
numerous action-move situations. Many of which 
would fit well in an Indiana Jones flick, in fact. 

The mixture of legend and modern day intrigue 
isn't the only interesting plot device used here, for 
Revolution has also settled on American George 
Hi evo SS Stobbard as the central protagonist - a move which 
ce: £40 makes sound commercial sense and also introduces a 


stranger in a strange land element. Indeed, you are 
left in no doubt that the hero has a chip on his 
shoulder about his treatment from Europeans, and as 
the adventure progresses many situations and 
conversations arise which play on this suspicion. 
Taking in locations as diverse as Paris, Syria and 
Ireland, much work has been done to toy with 
amusing stereotypes, while at the same time evoke a 
flavour of the various locales. Hence the French police 
exhibit Clouseau levels of madness and take time 
out to ridicule Belgians. while an Irish pub 
is authentic right down to the cask 
cellar. Indeed. perhaps the greatest 
strength of Broken Sword is the 
attention to such details, ensuring 
that every voice, every sound. 
and every visual element is 
polished to the ‘nth degree. 
Animated cartoons have been 
used as the graphical reference 
point, with an ex-Don Bluth 
Studios/Cosgrove Hall animator 
| numbering amongst the many 
=. à artists Who have worked to create 
^. — what Mustbe the most-lively game 
sprites ever’ What's more, they visibly interact 
with on-screen detail dhd usable objects - a genuine 
rarity. Whereas previous LucasArts efforts such as The 
Dig suffered at the hands of low resolution pixellation. 
the clean SVGA"images of Broken Sword possess great 
fluidity and style. with’keen use of sound effects and 
voice treatments furthering the filmic level of quality. 
Music also plays a large part in mood enhancement 


The care taken to animate the various characters with an individual style is most evident when the 
prepares to hide inside the museum mummy until night falls (left). The SVGA artwork by far ex 


f with around three hours of 22KHz-sampled. context: 


sensitive music from professional composer and 


* conductor Barrington Pheloung. whose previous 
` credits include the soundtracks for several movies, as 


as a milestone in adventure gaming 


well as the Inspectór Morse TV series. It's beautifully 
orchestrated and adds immeasurable atmosphere. 
This aspiration to real movies also stretches to^the 


It s the smooth control interiace and satisiyin 


Seriptwork which consolidate Broken Sword 


goes way beyond titles such as The Dig. which betray 
their computer gaminess With lacklustre visuals and 
Clichéd puzzles. Certainly, the attempts to apply 
comedy to what is essentially a detective-cum-action 


scenario isn't always a successful 
affair. And. with its reliance on 
accepted control systems and 
command styles, Broken Sword 
represents a distillation of 
Standard practices more than a new breed of 
adventure game. Nevertheless, Revolutions latest 
merits the accolade of best graphic adventure to. date 


S position 


testscreen , 


interact with the scenery. Here the hero 
s the competition in games of this genre 
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T inclusion of several fully animated cut-scenes which, 
| through their placement between episodes and their | 
exciting content, never interrupt the game flow. And d 


and proves there are few things more satisfying 

fhan a good story well told. E 

because of the dazzling.graphical quality of the main 

game sprites and backgrounds. such interludes are 

stylistically appropriate. A rare feat indeed. 
Undoubtedly however, it's the smooth control 


Boge rating: " 
fing autor ten 


peu 


» 4 © interface and satisfying seriptwork which consolidate 
Y Broken Swords-position as a new milestone in 
| f adventure gaming. The former builds upon accepted 


Ik point-and*click controls, but. further.refines the 
pe "automation by SWitching the«main cursor to a talk 
"icon exit icoricollect.or use icon as appropriate. 
Object manipulation is achieved using cameos of the 
various dtems.-in Stobbard's inventory - a standard 
practice for graphic adventures. But Broken Sword 
also extends this idea to the conversation system, 
providing players with a row of subject icons when 
communicating with other characters. Hence. a 
character can be questioned about a-missing briefcase 
"E or strip of cloth simply by clicking on its cameo. It's 
sometimes possible to gain useful information by 
continuing to ask about the same item, and 
conversations.can raise new.subjects which add further 
, topicicons to the lists making. the simple.art.of. 
conversatiopsa'Very tich game ‘element. Indeed. much 
progress ds game | nie based.aróund.asking.the right 
people about t 


S rather than'simply taking 
object-A:to locat amd ‘atid Usingeit on item. * a trick 
s. — which helps mas keinen: Of Somespassagés. » 
" While Broken in no*way breaks from the 
A. J accepted boundaries ofthe traditional form of,graphic 
- ^ adventure: if remains a triumph of inventive. witty 


b EMIT 8 and near faultless presentation techniques. 


king e ^c) at every Fantionality# - 


newunderstanding’ Of the cinematic style, both. in English, aS depicted by this 
Me of ean ye "og me ans that Broken Sword M la ~ Revolütion has made Broken 
on th | | Sword something of a comedy of manners 
dy) T l 
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Aare ME VASTE HIVE EIE power is being usurped 


by Nintendo's 64bit experience, (AIME TEM Neon, have produced a game 


Who needs hallucinogenic love drugs when you've got Tunnel B1: a veritable head trip of 
fluorescent attack vehicles, brash lighting and visually stunning technicolour explosions 


On some stages, the tunnels snake 
to the surface revealing a dark, 
smoggy sky and looming buildings 


Format: 
Publisher: 
Developer: 

Price: 


Release: 


to return the smiles to Sony faces 


hen Edge visited Neon last year. it was clear 
W that even though Tunnel B1 was in the early 
stages of development it was going to be an 
important game. Much press attention later, it has 
become one of the most excitedly awaited games not 
to come out of Japan. Well, the wait is over and, as 
the dust settles, it is obvious that Tunnel has fulfilled 
its early promise in many areas. In others, it has not. 
Whatever the case, it's one hell of a ride. 
Conveniently, the common Descent-meets- Wipeout 
analogy is remarkably accurate. In Tunnel B1. the 


Tunnel is a twoeiingered gesture to those 


who are currently dismissing Son) 


Simply awesome to look at 


player has to speed through a number of tunnel 
complexes in a set amount of time, carrying out many 
different objectives (from simply escaping to blowing 
up power generators, etc). This is where the Descent 
comparison rings true. On top of that, the player has 
to navigate the labyrinths in a hovering craft which 
reacts violently to the slightest twitch on the pad and 
which moves so fast the player suffers continuously 
from a malevolent strain of motion sickness. Wipeout, 
then, to a T. 


s machine = it s 


Tunnel will also draw comparisons with the 
Psygnosis racer in terms of graphics - both are visually 
stunning and marvellously stylish. However, whereas 
Wipeout was a swish introduction to the PlayStation, 
Tunnel B1 is a two-fingered gesture to those who are 
currently dismissing Sony's machine. The beautiful 
lighting. the smooth engine. the brilliantly drawn 
backgrounds - it's simply awesome to look at. Neon 
may have cheated by setting their game in confined 
locations ( meaning there's no distance clipping. no 
scenery pop-up. etc) but it works, so who cares? 

The similarities with Descent 
and Wipeout don't stop at plot 
and aesthetics. Both were very 
difficult games which called for 
speed, agility, and the total 
mastering of complex controls. Tunnel B1. a bleak 
and uncompromising game, matches them on all 
counts. There is nothing here to ease the player slowly 
in, there is rarely any room for error, and there are no 
concessions made for those who are unused to the 
PlayStation's joypad. Every button is used, and primary 
and secondary weapons systems, booster, accelerator. 
decelerator, strafe function, speed lock on/off all have 
to be mastered quickly if progress is to be made. Your 
fingers ache unbearably after just a few hours of play. 
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Enemy craft are varied both in appearence and potential threat. Helicopters (right) are the most deadly - 
they can rise too high for players to attack with conventional weapons. Heat seekers are called for 


The fact that each tunnel is a treacherous and 
unpredictable terrain doesn't help. The floors are 
littered with crates, barrels full of flammable liquids, 
road blocks and energy-zapping mines which all have 
to be avoided swiftly or blown out of the player's path. 
As well as these docile objects, players also have to be 
aware of sentry guns firing bullets, lasers, grenades, 
etc, and enemy craft that patrol the corridors looking 
for fights to get into. On the plus side, some objects 
yield ammo and weapons if destroyed, but this means 


^ through each stage, machine 


is an experience to rival the best demon 


that in order to get through each level and get all the 
secrets, you have to annihilate almost everything. 

Given the proliferation of destructible items, 
coupled with the large array of weapons open to the 
player ( machine guns. mines, rockets, guided missiles, 
etc), it will come as no surprise that Tunnel B1 is a 
pyromaniacs wet dream. Charging through each stage. 
machine guns blazing, watching the whole lot explode 
in front of you is an experience to rival the best 
demon confrontations in Doom for destructive 
euphoria. The downside of all this pyrotechnics, 
though. is that it can be hard to pick out important 
targets in all the smoke and confusion. Often. you'll 
think you ve destroyed a gun emplacement only to find 
it still shooting at you when the flames die down. 

This is not the only frustration. Tunnel B1 can 
seem unfairly difficult at times, especially when the 
seconds are ticking away and the gun in front, barring 


Barriers (left) are an unwelcome sight which can delay the player's craft for M frustrating seconds. Much more pleasing to the eye are power 
generators (centre) - when you destroy one of these, you're a step closer to finis 


conirontations in Doom ior destructive euphoria 


the way ahead, just won't explode no matter how 
many times it's hit. Furthermore, there is a lack of 
diversity in the gameplay: going from one tunnel to the 
next and blowing things up can get a little repetitive, 
despite the proliferation of targets and weapons. It is 
this combination of frustration and repetition that 
wears down the desire to make progress and ensures 
that the game isn't quite as compelling as it could be. 

Despite this, Tunnel B1 is hard to leave alone. 
Never before has a game thrust such a nauseatingly 
fast and smooth engine onto the 
PlayStation and very rarely before 
has the experience of hurtling 
though a digital landscape been 
so vivid. so believable and so 
exhilarating. Adding to this is the simply brilliant 
orchestral soundtrack - an atmospheric Hollywood 
action movie score equal to Carpenter's or Horner's 
finest. If you can stand the often uniform gameplay. 
this is an overwhelming experience. 

But. Tunnel B1 will not appeal to everybody: it is a 
true gamer's game, at once agonisingly frustrating and 
fiendishly addictive. For that minority of gamers who 
found Wipeout a merely adequate challenge. Tunnel 
B1 is practically an essential purchase, despite the lack 
of diversity. For everyone else, it is still an influential 
title, but, in those terrible moments when you have just 
15 seconds to complete the level and your craft hits a 
seemingly impassible barrier, don't be surprised 
if your sanity starts to slowly drip away... 


Bdge rating: 
Eight out of ten 
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ing the level. Dead ends (right) 
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Neon lives up to its name with some 
amazing lighting effects. Transparent 
polygons feature highly in the game 


en contain power-ups 
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lobal NO 


Square Soft's first 32bit title, perhaps predictably, adopts the 3D beat ‘em up| predictably, adopts the 3D beat ‘em up 


to showcase the Japanese company’s PlayStation prowess. But can the designers 


Tobal doesn't boast the quantity of 
special moves as Tekken 2 or VF2, 
but there are some nice touches 


Publisher: 
Developer: | 


Release: 


of Final Fantasy compete in the RZECE THIRD A 


quare Soft's pre-eminence in the RPG market 
in Japan is undoubted but it's hard to see 

Tobal No.1 handing it a similar lead in the 
Sega/Namco dominated beat 'em up arena. It hasn't 
done things by halves, though. as it bankrolled the 
setup of Seiichi Ishii's Dream Factory specifically so 
that he could create Tobal No.1 for them. Ishii's track 
record - he worked on the development of both 
Virtua Fighter and Tekken - promised much, but sadly 
for Square the results, whilst not disastrous, are far 
from spectacular. 

Unlike many of its rivals, Tobal No.1 does not use 
extensive texture-mapping. instead opting for the 
PlayStation's hi-res graphics mode (at 60fps) and 
Gouraud shading for each fighter. It's one of the first 
times this mode has been used in-game rather than 
just for prerendered intro screens and it gives both the 
characters and backgrounds an impressive sheen. 
However, the characters in Tobal No.1, in common 
with many beat 'em ups. are highly derivative. 

The game has the usual Japanese mixture of 
martial arts experts, cutesy little folk and over-the-top 
monsters. All are well designed and animated yet lack 
any imaginative flourishes or real innovation. For 
instance, there's Fei, a cackling old man who's very 
reminiscent of Wang ( Tekken) and Fo Fai 
( Toshinden), and then there's Chuji, a mohican- 
sporting Guile ( SFII) and would-be Jacky ( Virtua 
Fighter) . Only Mary seems to be a bit of a departure - 
a butch female bodybuilder who wouldn' look out of 
place in Flex magazine. 

Tobal No. l's gameplay is essentially derived from 
Virtua Fighter. although Ishii's team have attempted to 
break away from the 'ight-along-the-2D-axis feel 


PUSH START B 


The hi-res, Gouraud-shaded 
characters and animated backgro 
give Tobal No.1 a distinctive look 


unds 


from which most 3D beat ‘em ups suffer. A key part 
of this are the moves triggered by the PlayStation 
controller's shoulder buttons which allow you to move 
around your opponent and attack them from the sides 
or back. In theory, it's a revolutionary concept and. 
ultimately, the next logical progression for the beat 
'em up. In practice, it just doesn't work. 

The side-steps taken by a fighter trying to attack 
via the ‘back door are not only sluggish but pretty 
small. too. In the time it takes to move around your 
opponent enough so that they can't attack you, they ve 
rumbled your intentions and either kicked and 
punched you all the way around and probably killed 
you, or jumped back and shifted around themselves. 
It's totally impractical in the heat of a fight and. as the 
camera position moves as you do, the key pushes to 
execute this ‘shimmy’ keep changing, making it an 
even less attractive option. 
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PUSH 


START 
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Some of the later bosses occupy a fair amount of 
the arena with their bulk alone. € still fairly 
easy to defeat, though, even on the 'hard' setting 


However, this isn't the end of Dream Factory's 
efforts to move the beat 'em up genre forwards. The 
other major break from mould is the ‘quest’ mode 
which, unlike the ‘story modes in certain beat ‘em ups. 
isn't merely a few non-interactive words 'n' pictures 


quest mode is a 


blend oi exploration, agility and iighting 


screens delivering a none-too-interesting plot. It's a 
fully 3D, thirdperson perspective adventure which puts 
you, as any one of the eight main characters, into an 
ambitious blend of exploration, agility and fighting. 

Instead of being confined to a small ring you have 
a series of dungeons to navigate. A few new moves are 
available - you can run and leap, useful for crossing 
chasms and jumping across the rolling boulders and 
logs which litter the levels. As you make your way 
around the dungeons there are monsters to fight, 
objects to collect and exits to find. 

Again, it all sounds very promising but in reality it 
simply doesn't work. The 3D camera routines just can't 
cope with life in the confines of a dungeon. When 
you're navigating the maze-like levels, you've no idea 
what's going on behind you and can easily get bowled 
over by logs or step off the precipitous edges of the 
dungeon. Conversely. the camera swoops around so 
wildly in fights that walls obscure your view or your 
controls flip around confusingly. 

As for the quest, there's just no depth here 
whatsoever. All you have to do is trawl around the 
levels, fight everything you come across, collect 
everything apart from the poisons and eventually you'll 


thirdperson 


perspective adventure which puts you into an 


testscreen 


reach the exit. It would make the average text-only 
adventure look like a masterpiece in ingenious 
construction. This leaves you with the central beat ‘em 
up which is playable enough but still can't hold a 
candle to VF2, Tekken or its stellar sequel. 

Tobal No.1 is a competently 
designed, perfectly adequate beat 
‘em up with all the standard 
requirements of hidden moves, 
secret characters and multiple hit 
combos. But what was once revolutionary is now 
merely commonplace, making Tobal No.1 little more 
than average. Ironically, only the included demo of 
Final Fantasy VII can begin to save it from beat E 


‘em up indifference. 
Sin oul OF ten 


ambitious 


There are three hidden characters, 
found at the end of the oneplayer 
game and also within the dungeons 
of the beat ‘em up adventure 


B0g8 rating: 


The quest element of the game is a 


fun addition, but nothing special 
(left). Expect to see this end sequence 
(above) on the first day of playing 
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Bomber Man is arguably the best multiplayer 


fun you can have without using a network, so a EVE een 
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Saturn Bomber Man contains not 
one, but two flavours of oneplayer 
game - story and master mode 


Format: 
Publisher: 
Developer: 

Price: 

Release: 


should be the best game ever... right? 
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Bomber Man ree bags manage to entertain with its off-the-wall 
it pales against 


e fun of the multiplayer games (right) 


t's changed little since its inception on 
Nintendo's Famicom system way back in 
1985, and for Hudson's seminal Bomber Man 
series the saying ‘if it ain't broke, don't fix it’ is still a 
rule the company follows to the letter. 

Like its SNES, PC Engine and Game Boy 
predecessors, Saturn Bomber Man makes no attempt 
to dazzle with graphical frills. preferring to rely on its 
tried-and-tested gameplay to carry the day. Despite the 
more powerful hardware, however, it does seem to be 
a more restrained game - even with a roller-skate 
speed power-up the characters seem to be moving 
around in quicksand. There are no touches that 
haven't seen the light of day in other versions and 
many of the multiplayer arenas merely confuse in 
their complexity. For those without any friends to 
hand. the usual oneplayer story-driven game is 
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available, although without real competition its rather 
ploddy gameplay soon makes it a chore rather than a 
pleasure to play. Any challenge it may have offered is 
totally destroyed by infinite continues and even a save- 
game feature. There's also a ‘master’ game which has 
a more puzzle-orientated slant but both singleplayer 
options only reveal just how much less fun the whole 
Bomber Man concept is when playing on your own. 

What rescues Saturn Bomber Man is, like every 
Bomber Man game, its multiplayer option and, for this 
version in particular. the inclusion of Hudson's 
previously exhibition-only tenplayer extravaganza - Hi- 
Ten Bomber Man - an inclusion justifying the purchase 
alone. Of course the only problem is that Hi-Ten was 
originally a custom setup designed to be played on a 
large widescreen TV and even by employing the 
Saturn's hi-res mode the proceedings are desperately 
hard to follow on anything less than a home-cinema 
monster. Fortunately Hudson has wisely made each 
onscreen participant a completely different character 
rather than just a differently coloured Bomberman. 
making it easier to keep track of your player. 

It's a shame Bomber Man's designers have put 
more effort into the oneplayer mode than making 
genuine innovations where it counts. An enhanced 3D 
mode would have shown they'd tried, even if everyone 
merely ended up playing the original. but it seems that 
particular route will be left for the recently * 


announced Nintendo 64 version. 
Boge rating: 
Seven oul OF ten 
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Anorettl Racing 


The racing game has tragically become the bread and butter 


on the theme. EA tries to improve on a tyred genre 


Crashing temporarily disables the 
car, rather than pre n (top). 
The debris effect is attractive 


Format - 
Publisher: = 
Developer: 

Price: FZ CRM 

Release: D 


hen confronted with the ‘what sort of racing 
title shall we develop?' dilemma, software 
companies usually choose one genre. be it 


Daytona clone, serious racing sim or Micro Machines- 
esque cartoon romp. Few seek to cover their bets by 
providing more than one genre in one product - 
perhaps acknowledging the fact that it is quality and 
not quantity that attracts punters. 

Unperturbed by this, EA has decided to offer both 
stock car racing and indy car racing in Andretti. 
Fortunately, the game suffers little as a result. Players 
can choose from single race, complete tournament 
and twoplayer options, and can alter physical aspects 
of each car, regardless of which racing style is being 
attempted. Sim heads will be disappointed that there 
are only two cars to choose from - one for each racing 
style - and you can't fiddle with quite as many aspects 
of the vehicles as you can in FJ, but everyone else will 
probably be relieved - this is simply a game, after all. 

In contrast to the lack of cars. there are 18 
different circuits ( shared by both racing options) 
ranging from the blindingly easy Thunderdome to the 
outrageously complex Grand Rapids. The latter has 
some quite ridiculously tight corners to navigate and. 
annoyingly. although the player has to slow down to a 
snail's pace to get by. the computer-controlled cars fly 
past without a care in the world. Will game designers 
ever realise that the key to convincing AI is creating 
imperfection rather than faultlessness? 

Graphically, the game is adequate if not 
spellbindingly beautiful. Some of its textures are a 
little tatty and there's none of Wipeouf's visual oomph, 
but the engine is impressively slick and it suffers no 
slowdown, even when the screen is full of cars. 

Despite sharing the same tracks, the indy car and 
stock car options naturally provide different racing 
experiences. In the former. the car reacts with vicious 
rapidity to featherlite touches of the pad, whereas in 
the latter the car controls are sluggish and heavy. In 
many ways the stock car is more fun - it's easy to 


Rather than concentrating on one particular driving genre, Andretti Racing 
both stock car racing and indy car racin 
screen twoplayer mode, the result shou 


vides 


7 With 18 tracks to choose from and a split- 


keep speed freaks satisfied for a lengthy time 


control, you can power slide round corners with 
Starsky and Hutch-like abandon, and shunting other 
cars off the track is a legitimate tactic. In comparison, 
indy car racing is rather more staid and cerebral. 

The split-screen twoplayer option is one of the 
finest available - it's great fun, you can knock your 
opponent off the road, and the catch-up system is well 


toned and fair. 


Andretti is a title that attempts to provide a 
Seven oul OF [Efi 


bit of everything, and succeeds on many counts. 


B0g8 rating: 


Andretti s twoplayer mode is one of the best 
around - the -up routines ensure the race 
will be bursting with close-contact experiences 
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In 9,849,600 seconds the 
meaning will be clear 
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Galler 


Edge explores the world. of computer-generated imagery, 
showcasing the work of the leading graphic artists. This month, 
Square's epic Final Fantasy VII sets impossibly high standards 


Japanese fantasy artwork comes 
no more stunning than in 
Square's forthcoming PlayStation 
RPG. Final Fantasy VII. While 
utilising natural landscapes to set 
the scene for the artwork. 
Square's artists have elevated the 
imagery to a status more worthy 
of Tolkien's Middle Earth. 
combined with old world 
imagery reminiscent of Hayao 
Miyazaki's classic anime film. 
Laputa. This immaculately 
conceived airship (right) or 
‘the machine in the sky as the 
Japanese press have referred to 
it. clearly demonstrates Japanese 
design at its best. and uses 
incredibly rich colours to 
illuminate the sky and 
surrounding objects. 
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All images rendered in Softimage on Silicon 
Graphics by a team of artists working within 
Square Solt's Meguro HQ, Tokyo 
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Further evidence of Square's 
hreadth of vision when it comes to 
realising game environments. The 
gigantic gun emplacement i5 
gloriously textured ( above). 

while the sheer volume of detail in 
the various indoor locations (left) 
is simply staggering. Note the 
objects for sale in the hardware 
shop (far left) 


Hard to believe. but these trains 
from Square's Final Fantasy VII 
are in fact 3D renders rather 
than hand-drawn artwork. 
Continuing the ‘steampunk’ 
imagery first seen in the ghost 
train sections of Final Fantasy VI 
( FFIII in the USA), the artists 
have applied these designs to the 
stunning intro sequence of the 
FFVII demo where the game 
camera swoops over the city to 
close in on the train pulling into 
a station. It's a stunningly 
cinematic showcase. 


Modelled, animated and rendered in 
Softimage on Silicon Graphics by Square Soft 


Square's Tobal No. 1 (see page 
86) is the Japanese company's 
first attempt at a 3D beat ‘em up 
in the mould of Tekken and 
Virtua Fighter. The actual game 
uses Gouraud shaded polygons 
for the main fighters and updates 
the screen every 60th of second. 
In contrast, these static shots took 
ten minutes each to render. 


Created by Square Soft on Silicon Graphics 
using Softimage 


he work to the right has 
T been created by 
Ravinder $ Ruprai. a 


graduate of the BA( Hons) Art. 
Design and Media degree at the 
University of Portsmouth. The 
pictures are taken from a short 
animation. School Days. which 
formed part of Ravinder's final 
year computer animation course. 
The project was derived from a 
study undertaken. investigating 
the various problems associated 
with videogames. explains 
Ravinder, The focus was gender 
representation, character 
identification and game content. 
and one of the conclusions 
drawn in my accompanying 
dissertation was that. with 
videogames. simple forms of 
narrative require the use of. and 
consequently reinforce. 
stereotypes. So it's not just about 
drawing pretty pictures then? 

According to course tutor. 
Mark Way. the quality of 
Ravinder's work is not an 
isolated phenomenon - the 
graduates of the Computer 
Animation course at Portsmouth 
University have gone on to find 
employment in companies such 
as Sony Computer 
Entertainment. Rare and 
Bullfrog. A new course in 
Computer Visualisation is due to 
start in September. 

Anyone interested in either 
the BA Art. Design and Media 
course or the new BTEC in 
Computer Visualisation should 
speak to Mark Way or David 
Jones, tel: 01705 843820 

Ravinder rendered using 3D 
Studio 4, with Adobe Photoshop 
for the creation of 


texture maps and E 
Premiere for editing. 
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One of the most distinctive 
elements of Sega's arcade classic. 
Out Run. was the suntanned, wild 
haired Californians that sat in 
each of the cars. Now. thanks to 
Sony's forthcoming racer. Porsche 
Challenge. the in-game driver is 
about to come of age. 

Pictured here are rendered 
versions of three characters from 
the game. At the front is the 
fetchingly named Barbara (a 
model ). behind her is the slightly 
shifty looking Marco (a 
mechanic) and at the back is 
Beats ( no. really). a DJ. What a 
model and a DJ are doing ina 
racing game. Sony only knows. 
but theyre beautifully rendered 
and reasonably life-like. 

Modelled, animated and rendered in Alias on 


SGI by Jason Millson from Sony Computer 
Entertainment 


CGI trainin 


University course nurtur D animators’ ambitions 


By sticking a pair of spectacles on inanimate objects, Ravinder S 
Ruprai has undertaken one of the first rules of animation - 
attaching life to otherwise static tools. Other examples of this 
technique can be seen in Shigeru Miyamoto's Marío worlds - how 
clouds have smiley faces, walls have eyes, and most of the 
baddies are in fact personifications of still life. The viewer is thus 
immediately drawn into the picture and a vivacity is given to the 
animation itself - a task that's much harder to do than it seems 
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Prices in Blue: 


Represent the SELLING price. 
This is how much you need to 
pay to buy this title from us. 
Your payment can be in the 
form of cash, cheque, credit 
card, or part-exchange. 


Prices in Green: 


Represent the CASH price. 
This is how much we'll give 
you in cash, should you sell 

us that particular title. Ideal 
for those of you who need a 
bit of extra dosh. 


Prices in Pink: 


Represent the EXCHANGE 
price. This is how much 
you'll save on ANY ITEM WE 
STOCK, when you SELL us 
your copy of this title. 


Ordering is so simple, a babbling imbecile could 
do it. You can do one of three things: 


PHONE 


us anytime between IQam - 6pm, 
Monday to Friday. You may order goods 
by credit card, or simply find out more 
information about anything we do. Just 
dial 0171 636 2666 and ask for the Mail 
Order Department. 


POST 


us your order, using the form opposite, or 
preferably some nice floral notepaper. You 
can also send goods in for exchange. The 
postage and packing charges are displayed 
opposite. When sending goods by post, 
remember to include your name, address, 
and home telephone number. 


E-MAIL 


is quick and easy to use. Simply 
address those electronic missives to the 
following address: 


enquiries(@cex.co.uk 
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Streetfighter Alpha 2 Jap £67.99 — criticom £35.00 n aa 
Samurai Shodown 3 Jap £67.99 CYBER SPEED £25.00 r 
RAPID RELOAD 
Tobal | Jap £61.99 isa Ar 5 RAYMAN 
Tekken 2 UK [al percons pep y RESURRECTION RISE 2 
Wipeout 2097 UK E(all DESCENT (38.00 25 m. 
Resident Evil UK £42.99 DESTRUCTION DERBY £25.00 ló 
| RIDGE RACER REVOLUTION 
Destruction Derby 2 UK £Call DISCWORLD 222.00 b ROAD RASH 
| UK gc,j DUM E MT SHELL SHOCK 
ESPN EXTREME GAMES £35.00 17° B ee 
EXTREME PINBALL 850 17 2 TE Mud 
UK PSX System £198.99 FADE TO BLACK £40.00 T STARBLADE 
Converted- UNIVERSALLY FIFA 96 £12.00 8 STREET FIGHTER 2 MOVIE 
FIRESTORM £20.00 10 13 
COMPATIBLE PSX System £249.99 GAME DAY Fir si STREET FIGHTER ALPHA 
| STRIKER 
GEX 425.00 D 6 TED 
SATURN- NEW RELEASES GOAL STORM £2.00 r 
THEME PARK 
Virtua Cop 2 Jap (a — EEEM meee av cee TOTAL ECLIPSE TURBO 
i HEBEREKES POPITTO 050 17 2 
Streetfighter Alpha 2 Jap £9.99 — OCTANE "y 7 TOTAL NBA 96 
Fatal Fury Real Bout Jap £54.99 \OHNNY BAZOOKATONE 05.00 D M asd im 
Fighting Vipers Jap £Call JUMPING FLASH £18.00 | TWISTED METAL 
| ; 200 || M 
Bomberman (Multitap Available) Jap £54.99 JUPITER STRIKE Q VIEWPOINT 
7 KILEAK THE BLOOD £12.00 ; 
Dark Saviour Jap £Call WARHAWK 
KRAZY IVAN £18.00 1 wane CONEA? 
Decathlete jAP £54.99 LOADED (25.00 Ié 


Come on, now. Get in touch. Just call our Mail Order department on 0171 636 2666 (ask for "Mail Order"). Lines are open |O0am-6 


in OI 71 63 


T^ ad Central London: Harrow: 

32 Rathbone Place 282 Station Road 
i8 London WIP IAD Harrow HAT 2EA 
XIII) (0171) 636 2666 (0181) 427 5800 


All prices and offers subject to change without notice & subject to availability. Prices correct at press time, E&OE. All trademarks remain the copyright of their respective owners. I.D. 
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- Time Out Shopping & Services Guide 1996 WHEN YOU PART-EX YOUR 
(18.00 ) WIPEOUT 630.00 15 20 PANZER DRAGOON II ZWEI £8.00 19 2! UK SATURN OR PLAYSTATION! 
£38.00 25 WORLD CUP GOLF £18.00 |2 PARODIUS £28.00 : 


£35.00 23 WORMS £35.00 23 PEBBLE BEACH GOLF £25.00 6 


£15.00 T WRESTLEMANIA £25.00 lé RAYMAN £30.00 20 | ME 
(40.00 T X-COM ENEMY UNKNOWN (35.00 23 RESURRECTION RISE 2 £35.00 23 
£25.00 TERO DIVIDE £25.00 l6 ROBOTICA (5.00 l6 
(40.00 26 SEGA RALLY (38.00 25 
£ 3 )3 
TEE. SEGA SATURN 2ND HAND Stu E 
£13 23 | é ee e 
(18.00 12 Ü SHOCKWAVE ASSAULT £25.00 ié 
(200 16 2 ALONE IN THE DARK 630.00 15 20 SIM CITY 2000 B50 17 2 RESIDENT EVIL n TEKKEN 2 
(40.00 l; BAKU BAKU £25.00 6 STREET FIGHTER ALPHA £35.00 23 OUT ON UK FORMAT AT LAST! 
£35.00 23 aly ARENA TOSHINDEN ae : STREET FIGHTER THE MOVIE £15.00 (0 
I8 is 
(32.00 7 i STRIKER 96 £30.00 20 
£28.00 i E snos í he 6 THEME PARK £28.00 14 18 
(35.00 33 t 1 TITAN WARS £30.00 20 
BO 00 T CYBER SPEEDWAY £25.00 L VALORA VALLEY GOLF D 00 20 
B500 7 23 D t3300 Wo VICTORY BOXING (200 16 2 
(35.00 23 DARIUS GAIDEN £30.00 20 VICTORY GOAL £8.00 
£35.00 23 DAYTONA USA £18.00 | VIRTUA COP (WITH GUN) £50.00 33 
DEFCON 5 630.00. 15 20 * Saturn & $ 
£32.00 2! | VIRTUA COP (WITHOUT GUN) (35.00 3 


1000 i3 DIGITAL PINBALL £18.00 ] VIRTUA FIGHTER [5.00 

(35.00 23 EURO 96 638.00 25 VIRTUA FIGHTER 2 £40.00 26 

£35.00 23 Fl CHALLENGE £38.00 l VIRTUA FIGHTER REMIX £12.00 2 

(25.00 FIFA 96 £25.00 16 VIRTUA RACING £25.00 ló 

(0.00 3 FIRESTORM £28.00 L VIRTUAL HYDLIDE £20.00 |3 CO N V F RS | O M $ 
(40.00 26 GALACTIC ATTACK £35.00 23 WING ARMS £38.00 5 


)1 GALAXY FIGHT (35.00 23 T 

2 a Mana GEX (30.00 20 avy OLE » : A We are pleased to offer the following conversions. PSX 
i GOLDEN AXE (THE DUEL) £35.00 I ia : and Saturn owners can make their machines 

(28.00 18 | à WORLD SERIES BASEBALL £30.00 20 . 

£40.00 y GUARDIAN HEROES £30.00 20 WORMS 35.00 ^ UNIVERSALLY COMPATIBLE. Nintendo 64 owners can 
HANG ON GP 96 3100 | " " have their machine converted for an RGB output 

0500 U 2 WRESTLEMANIA B200 16 2l vid cdi art oec sa 

£15.00 r HI-OCTANE (18.00 ) Y - MEN (4500 " signal.. Here's the table of prices, via post (inc. Post 

(35.00 23 HORDE £35.00 23 and Packing). 

1000 5 é JOHNNY BAZOOKATONE £30.00 15 20 Nintendo 64 RGB £60 

(25.00 lf MAGIC CARPET £38.00 25 


PSX Eprom Change £70 


£30.00 0 MANSION OF HIDDEN SOULS £30.00 20 
£22.00 T MORTAL KOMBAT 2 (35.00 23 Sega Saturn £75 
£38.00 25 MYST 630.00 15 20 Call to check the compatibility of your machine! 
£40.00 ET MYSTARIA (35.00 23 
£35.00 ) NBA JAM T.E £28.00 18 3 
nso 9 23 NEED FOR SPEED G800 19 25 P& p C h a rg es: 
8500 9 2 NFL QUARTERBACK CLUB 96 630.00 15 20 | 
177.00 i NHL ALL STAR HOCKEY £30.00 0 No. of games Recorded Registered 
£38.00 : OFF WORLD INTERCEPTOR EXTREME £18.00 i 1 ? 3.50 

PANZER DRAGOON £22.00 L 3.4 7 t] 


Monday to Friday. If you have a credit card, you can order the goods there and then- they'll be despatched the same day”. 5.6 {6 £10.50 


P. & 6 6: VISA masea À. CONSOLES & PERIPHERALS- £10 (Courier delivery) 
* | enclose a cheque/P.0. for 


Dear oem Exchange, please send me the following items: 
ask for "Mail Order" * | wish to pay by credit card... 


Website: Card No. 
http://www.cex.co.uk/cex/ Expiry Date (Switch-issue no.) 
P Lon Name on card 
e-mail: Signed 
enquiries@cex.co.uk BS s 


Postcode 


uired from sellers of stock. This ad= shopad.cdr 


EDGE magazine october 1996 


Seeas premiere 3D beat em up enters the third stage of its 
evolution. realising an astonishing new level of graphical quality. 
Plus, AMI jumps on the jetskiing bandwagon with Wave Runner 


that Sega has elected to utilise 

the Virtua Fighter theme to 
demonstrate its Model 3 technology — a 
fully fledged sequel to Daytona USA 
would have been Edge's preference — but 
VF3 is shaping up to be an impressive 
debut nevertheless. 

The first playable version, 
demonstrated by the game's lead 
designer Yu Suzuki at a private 

demonstration which Edge recently 


One neat touch is the transparent water effect in Jeffry's stage (right). 
arina " bibas has ii d Expect factors like these to be more than just aesthetic, however. 
playable stages of an intende More traditional moves (left) are still available, of course 
finished quota of 12. 


In previous versions, stages 
had been presented as typically Other stages poised to impress 
flat fighting zones, but they have include one set in Hong Kong featuring a 
been updated to feature a unique curved building roof; a desert stage, where 


I n some respects it is a shame 


twist — varying ground levels combatants will leave footprints in the 
to negotiate during battle. sand while eddies swirl in the background; 
One stage includes a stone another set in a river, where combat takes 
stairway whose relief fighters place partially submerged in water; one in 
adapt to and even use to their a subway station, where trains hurtle past 
advantage in battle, more potent in the background; and a sumo arena 
attacks being possible when featuring a mountainous backdrop with a 
confronting an enemy from a sea generating incredibly realistic-looking 
higher position. The correlation crashing waves. 
of characters’ movements and Sega's AM2 R&D department has paid 
their surroundings is particular attention to the textures applied 
exceptional, with no polygon within the game, with stonework and 
break-up evident. wood details looking especially realistic 


The wi pes n 
eg Be ym PR 
Takaarashi (top) 
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The level of graphical detail in Vírtua Fighter 3 is astounding, demonstrating the | Yu Suzuki, VF designer 
Sega/Lockheed Martin Model 3 technology perfectly. The island almost looks real and lover of fast cars 


Fighters Impact 
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and bringing the game's distinctive look 
even closer to reality. 

According to Yu Suzuki, VF3 is not an 
‘optimised’ version of VF2: his team 
started from scratch when they sat down 
to conceive it. Apparently, when the Virtua 
Fighter series was born, its control was 
only ever going to be via a joystick and 
two attack buttons, and it was only later 
that the now-customary 'block control 
came into the equation. VF3 has taken the 
series' controls a step further — there's 
now a fourth button which affects an 
'escape'. According to Suzuki, this can be 
used to pull away from an opponent and 
get in a counter strike. 

Despite this increased level of 
complexity, Sega intends VF3 to be more 
accessible than VF2, so that novice players 
will be able to get as much out of it as 
those accustomed to the nuances of the 
series — a shallow difficulty curve will 
encourage beginners while a hugely 
comprehensive range of 
combos will appeal to 
hard-core veterans. 

AM2 has updated just 
about every aspect of the 
previous games, even 
going as far as to 
incorporate more 
dramatic finishes to bouts 
— in the mountain temple 
area, for example, fighters 


áTGadeview 


can be knocked over the cliff to plunge 
down and crumple on the rocks below. 
With more variably attributed 
characters than before — including the 
sumo wrestler Takaarashi, whose fighting 
style is markedly different than the others' 
— and its myriad new gameplay tweaks, 
VF3 is set to be a major step forward in 
the 3D beat ‘em up field. And its utterly 


astonishing graphics certainly E 
won't do it any harm, of course. 


Takaarashi, VF3's new super heavyweight 
Sumo wrestler, squares off against Lau 
(above). Shun Di and Lau (left) will return to 
VF3, albeit with advanced attack mechanics 


=: Wave Runner 


Jetskiing games seem to be all the rage at the moment, but with Sega 
cooperating with Yamaha it could prove to be the coin-op to watch 


ith Konami's Jet Surfer coin-op 
W out already in Japan, Namco's 


Aqua Jet coin-op nearing 
completion and Nintendo's N64 title, 
Wave Race 64, due in September, the 
surge in popularity of jetskiing videogames 
is as prevalent as it is mysterious. 

Never a company to miss out on a 
trend, Sega has its own contribution, Wave 
Runner, waiting in the wings. 

Produced in cooperation with the 
Japanese jetski manufacturer, Yamaha, the 
coin-op features the most realistic cabinet 


yet seen in a title of 
its nature — 
Namco's and 
Konami's units 
incorporate a 
driving position and 
feel that is quite 
different from the 
real thing, but Sega 
has developed an 
ergonomically 
sound cabinet 
which can be used 
from a seated or 
standing position. 

Based upon a tropical island in the 
pacific, the game offers two circuits 
around which players can jetski. The first 
course twists through the island's canals 
(thus preventing an excess of waves to 
disrupt the player), while the second 
surrounds the island (and is hence more 
susceptible to water conditions). 

With the opportunity to link up to four 
cabinets, Sega's water-based effort 
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j b Racing on water should 
certainly has its rivals beaten on E prove to be a 
multiplayer terms. compelling experience 
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retreview 


ega s position at the 
S forefront of cutting-edge 
coin-op development is 


taken for granted nowadays. but | | 
years ago it was just another 
manufacturer putting out scrolling 
2D affairs - albeit high-quality 

such as Golden Axe and Shinobi. 
Then. in 1985, its AM2 department 
developed the sprite-scaling 
technology which spawned Space 
Harrier. Now out on the Saturn in 
Japan - minus the hydraulics - the 
game is the first release in the Sega 
Ages range. 

Because of the original coin-op's 
hardware design. the conversion 
team has been forced to emulate its 
code rather than borrow it. 
resulting in a not-quite-perfect 
version. It nevertheless replicates its 
parent closely. with a soundtrack 
that is spot-on. including the 
infamous speech sample: Welcome 
to the Fantasy Zone - get ready! and 
graphics capturing the coin-op s 
bold. lurid flavour convincingly. 

With more full-on gameplay 
than more recent Sega 3D shoot 


d 


“Sega resurrects some of the coin-ops that made 
it the premiere arcade developer over a decade ago. 
It can promise Saturn owners great graphics. at least... 


TIME Mien SCORE n 
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Sega's seminal racing game Out Run introduced gameplay twists such 
as split routes (top right), ursi hills and glorious crashes (right). The 
y accurate replica of the 1986 coin-op 


Saturn version is an impressive 


'em ups. such as the Panzer 
Dragoon series. Space Harrier will 
find fans with Saturn owners both 
fresh and craggy of face. Its a game 
that's always been derided for 
shallowness. but there's no denying 
its ability to draw the most 
ferocious skills out of players as 
they battle some of the oddest 
baddies ever seen. 

Out Run. meanwhile. has never 
suffered from detractors. and the 
Saturn version - due for release in 
Japan mid September - is shaping 
up to be similarly true to its parent. 
The coin-op's legendary music has 
been stuffed straight onto CD. and 
purists will be pleased to note that 
such painstaking details as your 
car's Ferrari badge inverting when 
you change direction are present. 

Afterburner, the runt of the 
litter. due a week after Out Run in 
Japan. naturally bears scrutiny even 
less well than it did when its super 
lightweight gameplay was wrapped 
up in an expensive coin-op cabinet. 

Sega UK's confirmation that it 
will be releasing a three-in-one 
compilation for Christmas will no 
doubt be heartily cheered by those 
wishing to trip back to the birth of 


revolutionary. fast-action 3D E 


coin-ops. 


Sega's US air force-style 3D shoot 'em up, Afterburner, was always 
more about graphics than gameplay, but in today's polygon-saturated 
world it stands as an even weaker game than it did in the eighties 


LB 


Richer backdrops give Islands’ 
enhanced mode more dpeth 


cclaim's forthcoming 
collection of some of Taito's 
finest coin-ops. currently 


being crafted under the catch-all 
title of Bubble Bobble. contains 
both the original game and its 
sequel. Rainbow Islands. 

The conversion is even more 
accurate than the Amiga version - 
which itself is renowned for its 
accuracy in gameplay and graphics. 
says Steve Turner. managing 
director of Graftgold. the developer 
taking charge of the Rainbow 
Islands part of the equation. We 
had enough colours to reproduce 
the graphics exactly. although we ve 
included an enhanced look which 
uses the technology of today's 


sequel. Rainbow Islands. are finally receiving the 
32bit conversion that they rightly deserve 


machines - but we were very careful 
to keep the flavour and style of the 
original graphics rather than 
replace them. 

The companys efforts manifest 
in a richer colour scheme 
throughout. with significantly more 
detailed sprites and backgrounds 
than those of the original. 

Its more difficult to replicate 
gameplay than graphics. though. 
and it was here that Graftgold faced 
potential difficulty. The code wasnt 
available so we had to reinvent the 
wheel. explains Turner. This was 
done when the Amiga conversion 
was developed: our method involves 
videoing the entire game for 
reference, but mainly playing each 
part side-by-side to compare the 
feel and tweaking until it's perfect. 

The legendary Bubble Bobble is 
being converted by Probe. ‘It's been 
fairly easy to convert the mechanics 
of the game to the PlayStation. 
reckons lead programmer David 
Broadhurst. The machine can 
easily handle all the sprites in the 
game without breaking into too 
much of a sweat. The only 
difficulties come from converting 
the game without any source code. 
which has meant playing the game 
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over and over again to work out 
what's happening. We did get hold 
of some of the original game design 
documents, which proved really 
important as some of the logic 
relating to pickups. etc. never would 
have been worked out. 

Many have deliberated the 
enduring popularity of the Bubble 
Bobble series. and Broadhurst has 
clear opinions on why it's such an 
evergreen title: ‘I think people still 
play the game today because real 
gameplay is timeless. The game 
doesn't rely on 3D. FMV or QSound 
or whatever. Its merely a lesson in 


what good gameplay design £ 
should be. 


While not using coin-op code, Probe's conversion of Bubble Bobble 
still captures the original's sheer playability. The combination of a 
twoplayer mode and varied levels make it a hugely addictive challenge 


BUDDIE DODDIE 


Taito's ultra-cute coin-op. Bubble Bobble. 


retreview 


The Rainbow Islands conversion 
has faithful gameplay, but also 
adds an enhanced graphics mode 
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Bubble Bobbie 2 


The conversion of the original 
game isn't finished, but work 
on its sequel is underway 


Virgin has nabbed the rights to bring 
the true sequel to Bubble Bobble, 
Bubble Bobble Symphony, to 32bit 
home platforms. 

In development at Eastpoint 
Software, the game offers four 
variably powered dinosaurs for 
selection and over 100 levels with 
ten boss characters. 

Unlike the original game, 
however, Symphony allows you to 
choose your own path through the 
game by entering gates which 
appear at the end of certain screens. 

The early PlayStation version 
Edge has seen looks promising, and 
if Eastpoint can emulate the coin- 
op's gameplay, it could prove to be 
an equally essential purchase. 
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Nathan Berkley advertising manager 
Jane Geddes senior sales 


Contact 
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Kingsgate House, 
536 Kings Road, 
London, SW10 OTX 


entertainment 


Pure Entertainment Games Limited 
are looking to recruit 


3d Games Programmers 
3d Artists 


for 


playstation 
saturn 
pc cdrom 


Degree or published t itle, essential. i5 


45 Russell Square London WC1B 4JP 


Cranberry Source was formed 
Jon Ritman (creator of classics uch as M: | 
Batman, etc.) and John Cook (ex beh ' the scene qe; type. at | 
Bullfrog, Maxis, etc.) "E. ey fi f nally got fed i up with seeing other 


people's crappy FPE front ends mn. as gu pner | 


We are now a ror band of over thirty maniacs dedicated 
to producing the most playable games in the world, slaving 
away at our luxuriously - appointed North Lon n HQ. 
and well . hard, “Be office in downtown a, meua 


"PSI zeal and think you c "peram hen TE Pes] 
Playstations or mls then contact us with demos and/or track 
records anc as we are looking for 
people i si bo ions. Terms and becas: are excellent; 
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STOP PRESS! - URGENT REQUIREMENTS 


UK (Nationwide), Canada & USA 


3D PROGRAMMERS 
PSX & SATURN PROGRAMMERS 
WIN 95 SDK PROGRAMMERS 
2D & 3D ARTISTS 
ALIAS, SOFTIMAGE & WAVEFRONT 
TALENTED GRADUATES 


El i 1 


London and South 


Programmers 
£18k/£25k/£30k, South 


3D Programmers 
£20-45k, London 


Programmer 
Central London 


C Programmer 
£25k, Slough 


Windows Programmer 
£24k + bonus, N. London 


Animators/Bitmap Artists 
£16-35k, South Coast 


3D Modeller 
£26k, London 


Assistant Producer 


£good, Surrey 


Please contact 
or send your CV to: 


A division of 
DATASCOPE 


People 


C++, Windows, 8086, PlayStation, 
CD-ROM & Video if possible. 


Large company, PlayStation 
development in C/AI. 


We need Visual Basic and 
multimedia skills. 


World-leading publisher seeks candidates 
with various skills. 


Small growing team, just completed 
an exciting flight sim game. 


We want to see great artwork produced 
with limited colours and resolution. 


We emphasise a technical 


background on SGI. 


To undertake project management, 


QA, etc. High quality 3D games. 


Justin Hill in complete confidence, 
GamesPeople 

Datascope Recruitment 

36 Langham Street 

LONDON WIN 5RH 


TEL: 0171 636 6944 
FAX: 0171 580 6068 


datascope@dial.pipex.com 


Looking for an Exciting Career in 
The Games & Multimedia Industry? 


What we're developing: 
Creative and original games 
for some of the world's largest 
publishers on PC CD-ROM, 


PlayStation & Saturn 


How to apply: 
Send us your C.V. & demo 


Who we're looking for: 
Highly talented & dedicated: 
2D Artists (PC/Amiga) 

3D Artists (3D Studio) 

PC 'C' Programmers 


Where to apply: 
Interactive Studios Limited. 


4 j Í 


North & Midlands 


Senior Programmer 
£35-42k 


Programmer 
to £30k, Oxfordshire 


PC Programmer 
£neg, Liverpool 


Programmers/ Artists 
£open, Nottingham 


Artist 
£open, Oxfordshire 


Programmers 
to £80k + accom, 
Japan 


Artists 
to £30k + accom 


CALIFORNIA 
$100k 


Please contact 
or send your CV to: 


A division of 


| RECRUITMENT | 


People 


As senior lead programmer on advanced 
technology 3D developments. 


We are very small, very selective, and offer a 
unique opportunity in the country! 


To work on Formula One licensed game. 
This game has good preview ratings. 


Small, rapidly growing company 
seeks 3D skills. 


We seek SGI, 3D and 2D skills. 
We only want the very best! 


Short and long term contracts, and permanent 
positions for Ultra 64 and PlayStation work. 
Graduates welcome. Lots of travel perks. 


As above. 


Opportunities for 3D programmers — 
PlayStation, Saturn and Ultra 64 


Justin Hill in complete confidence, 
GamesPeople 

Datascope Recruitment 

36 Langham Street 

LONDON WIN 5RH 


TEL: 0171 636 6944 
FAX: 0171 580 6068 


datascope@dial.pipex.com 


RUTA 


In the world of computer 
sports simulations, one 
name reigns supreme. 
EA SPORIS 
Publishers of the 
greatest, most varied and 
most realistic range of 
sports titles in the World. 


Q f 00t/. 4. 
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Experienced 


Producer Candidates 
for Berkshire, England 
and Vancouver, Canada 


If you're a passionate football fan with endless creative ideas and a good 
knowledge of the sports, entertainment and videogame markets, EA 
SPORTS" is the place to score! 


The future has arrived, you just haven't seen it yet. 


disk. Please tell us why you'd 
like to work at ISL, the skills 
you can offer and your salary 
requirements. You must be 
able to relocate. 


PO Box 186, 

Leamington Spa, 

Warks CV32 4YL 

Please send an SSAE for 
the return of your disk. 


We're Going Places ... Are You? 


For these unique positions, please submit 
your CV in confidence, quoting your location 
preference to: Human Resources, Electronic 
Arts (Canada), Inc., 400, 4400 Dominion 
Street Burnaby, BC, Canada V5G 4G3 Fax: 
(604) 451-3370 E-mail: eachr@ea.com 


All trademarks are the property of their respective owners. All rights reserved 


SPORTS. 


ELECTRONIC ARTS 


MERE: 


and girls. If you love computer games, can programme or create 


great graphics then we have a job waiting for you. 


Projects are waiting now Tor. pro 
Playstation and Sega Saturn platf 
1 


grammers with excellent knowledge of the PC, Sony 
L O 
Sskitl 1n. Ctt and an interest A SD 


rms. ALL programmers should have a high level of 
evelopment, networking or on-line gaming. 


Graphic ar 
Leading 3D package. Additional 
advantage. 


d 
tists should have excellent visualisation skills and experience with a 
abilities in Photoshop or Fractal Paint are an 


Attractive salary and bonus packages and a great working environment are waiting for 
experienced game development people. If you think you have what it takes to produce 
the best games then call us now. Telephone: 0181 863 5056 
CV'S TO: PERSONNEL MANAGER, SYSTEM 3 ARCADE SOFTWARE LTD, 
HYGEIA, 4TH FLOOR, 66 COLLEGE ROAD, HARROW HA1 1BX 


Surrey 


Criterion Studios is the new force in the games industry. Created last year by the producers 
of the market leading 3D graphics library, Render Ware®, Criterion Studios is on a mission 
to produce heart-pounding, mind-bending, life-absorbing 3D games. After rapid expansion 
over the last year, which saw the company move into new premises, we are now seeking 
even more talented and creative people to help us in our mission. We can guarantee the 
most technically challenging, leading edge software projects in the business along with a 
very competitive remuneration package. 


* Senior f ' , Artists * Head Artist 


e Gurus p 


Apply your C, 3D and Windows T ide ll&you've got 3D modelling A senior position for someone 
skills to PC CD-ROM, 3D 7 (skills and vou ve worked in a who has the experience, the 
accelerators, super-consoles. A" games environment then we credibility and the creative 

if vou've got it, we want it! have the projects to make tlair to inspire and lead... 


vou drool. 


Virgin is a registered trademark of Virgin Enterprises Limited. To apply please send your CV to Julien Hofer at 
 DATASCOPE 
E. RECRUITMENT - 


36 Langham Street, London W1N 5RH 
Tel: 0171-580 6018 Fax: 0171-580 6068 


E-mail datascope@dial.pipex.com 


a J " 


Ahead of the Game! 


Ss Contac + Aa rdvark Swift. See us at ECTS 8-10 Sept. 


Founded in 1989, Aardvark Swift is one of the longest established leisure software consultancies around. 
Over the years we've gained a comprehensive knowledge and understanding of the market and an extensive 
network of industry contacts and clients which is second to none. 


Many clients use our services exclusively, and the bottom line is that if we don't have your details on file 
you simply cannot be considered for these opportunities — many of which are never advertised. 


* Games Testers £13K * Senior Manager £50K * Internet Programmer £18-25K * Junior Producers (x3) £15-£18K 
* Musicians £16-18K * Multimedia Designers £16K * Project Manager £30K * Team Leaders (x2) £50K 

* Development Manager £45K * 3D Programmer £35K * Saturn Programmer £22K * 68000 Programmer £18K 

* Art Manager £35K * Games Concept Designers £16-25K — * 3D Studio Artists £18K * Team Leader £30K 

* 2D Artist £18K * Internet Game Programmer £25K — * 2D Artist £18K * Alias Modeller £24K 

* Mac Programmer £30K * AIProgrammer £35K * PlayStation Programmer £26K * Assistant Producer £20K 

* Technical Manager £35K * Producers £20-£35K * Traditional Animator £25K * Games Designer £22K 

* Office Manager £30K * External Dev. Manager £35K + car + Alias Artist £22K * Multimedia Programmer £22K 
* 3D Studio Artists £22K * Project Leader £30K * 3D Programmer £35K * Trainee Artist £13.5K 

* LAN Internet Manager £20K * Lingo Programmer £26K * Softimage Modellers £18-28K * DPaint/Photoshop Artist £ 14K 
* Alias Artist £28K * Illustrator/Photoshop £24K * C++ Programmer £17K * Windows Programmer £20K 
* PlayStation Programmers £30K * Junior Producer £18K : 

* Windows 95 Programmers £27K * Low Polygon Modeller £25K Openings fi or 1996 graduates 


Also: Opportunities in USA, S. Ireland, Germany, France, Denmark & Japan. 


Doat miss out. Waximise goar chances by forwarding a CU ta: 
Aardvark Swift Consulting Ltd, 75-77 Station Street, Swinton, South Yorkshire S64 8PZ 


For more information on the above and the very latest opportunities telephone Stephen Lloyd Davies in complete confidence on: 


Telephone: (01709) 571441 Fax (01709) 586527 Email: SLD@ArdSwift.Demon.Co.UK 


AASS 


ctive 1 — er INAN WOA E NX 
Lo E apace "— 
an | T Rx i ior o e RE Work in the USA 
|! Al ee : S Interactive Development is a Los Angeles based 
j P Ki mpanies in e ia | recruitment company for the game industry. We are 
cox ka ma A currently conducting searches for the following: 
. | em E games broadcast and " : 2 we Win 95 Game SDK Programmer 


3D Game Programmer 


program 


Sim Game Programmer 

i (Military simulations or PC Flight sim developers) 
technical SEI IE 3D Artists (3D Studio or Alias) 
| | : If you'd like more information about these opportunities 
throughout the United States, please contact Sean Lord 


Re "solution Recruitment 
nnovatjon. Centre 


Interactive Development 
1433 North Cole Place 
Hollywood, CA 90028 USA 


Tel: 
| E ; Fax: 213-460-491 | 
44 (0) 523-454-1795 -_= E-Mail: Seanlord@aol.com 
resolutionideityscape. co.uk cor dr http://www.interdev.com/ 


—«— 


fancy trying something 
different’? 


programmers and artists required 


c\c++ dpaint 

3d 3dstudio 

win.3.11\95\nt photoshop 

assembler sg alias 

directx wavefront 
apply to 


L9, PC 
EN TVET 


1st floor knollys house 17 addiscombe road 
croydon CRO 6SR 
e-mail terry@probe.co.uk tel:0181 680 4142 


please ensure all applications include demos and examples 


You are a great producer 


You have shipped titles 


You shape great gameplay 
You drive productions 
You are a fearless communicator 


You make a difference, daily 
„and you drink beer. 


So what the 
hell are you ay 
re 


doing where you a 


E 


Interactive Software Products Ltd was established over 10 years ago. 
Magic Canvas, the games division within Interactive Software Products Ltd, 
is growing very fast with the backing of a major publisher. 


Magic Canvas is developing a number of very high quality games 
which require the best gamers the industry can offer - no anoraks need apply! 


SGI 
3D Studio V4.0 


Animators 


Sony PlayStation 
Saturn 
MS DOS & Windows ‘95 


Note The incentive to work from home is available to 4 
Programmers in most cases. 


All CVs & work examples to: 


Development Director, Magic Canvas, 4 Harbour Buildings, 

Waterfront West, Dudley Road, Brierley Hill, West Midlands, DY5 1LN. 
Telephone: 01384 485508 

Fax: 01384 485515 


(ISP do not use employment agencies). 


FREELANCE * PERMANENT * CONTRACT 


3D Animators 
3DS, ALIAS, Wavefront, Soft Image £18k - £50k 
Designers 
Directors, Lingo, Multimedia £20k — £30k 


Production/Producers 
for multimedia titles £20k - £50k 


Interactive Product Designers ; 1 Ns 
and Developers £25k - £50k ey STOP PRESS!!! 
P 4. JAPAN 
Flame Operators £26k - £50k | For experienced prog's 
A artists. All fares and 
SGI C++ Programmers £20k - £35k M Ta. accommodation paid. 


> Call « 
0171 439 9563 


FAST FORWARD Yor Business Card to: 
52 Shaftesbury Avenue, London W1V 7DE Dave Hill 


Interactive Personnel 
7-11 Kensington High Street, London W8 5NP 
Tel: (0171) 411 3184 Fax: (0171) 937 2579 


Specialist consultants to the Games Industry 
for experienced and Senior staff 


Fax: 0171 434 9994 


ONUSES 


Ld 
RUSH! 


evelopment company who 
Aca Wwe seek a number of 
elp male. our vision a 


Woo! table, MTN a IE 
inti develo llic E 


Aardvark Swift Consulting Limited 
75-77 Station Street 
Swinton 
South Yorkshire 
S64 8PZ 


A Stepnemiloyd Davies on (01709) 571441 for further information on h T exciting new 
‘opp Ig: 3i ies. H 


BIG HAIRY DOGS BOLLOCKS 


Now l've got your attention | want your CV and demos ! 


Internal Developers 
(Based at either our Central London 
or Southampton studios) j : Third Party Developers 
Due to our successful Stock 
Artists required to work on Animator Pro, Market floatation we are cur- 
Deluxe Paint, Photoshop, 3D Studio, rently seeking quality third 
Alias/Wavefront and Softimage. party developers with a proven 
! | track record to publish/co- 


¢ develop CD based titles. 
Games Programmers on the Playstation, á biih TE ba 
Mac, and PC utilising DirectX under died. wx Tenens 


Windows95. GTI es cme i mim and a 
strategic tie-up with Funsoft, 
we...(oh sod it you know the 
usual corporate spiel...) 


3D Programmers who have Low-Level 3D, 
Hardware Acceleration or 
Assembly experience. 
Tools/R&D programmers with MFC, If you want a beer and a chat 
Visual C++, Windows95/NT, SG Irix skills, eee Maps Curry Vid) 


Industry experience not essential. adrianc@scicity.demon.co.uk 
; and book an appointment at ECTS. 


Experienced Producers who have followed 
titles through from concept to completion. 


TM 
James O'Conner, SCi Ltd., Unit 3, Mountbatten Business Centre, C d 
16, Millbrook Road East, Southampton, Hampshire SO15 OHY. 


t9 m. P Email: jobs@sci.co.uk WWW.SCi.co.uk 


WICKEP: 


IT’S NOT 
VERY 


Psugnosis is seeking experienced development staff to join our rapidly expanding team. We need the people who can help us 
repeat our triumph as ‘Developer of the Year’ next year and every year. In other words we need the best. 


On offer is the chance to work with the highest spec. equipment, on leading PC and PlayStation titles, in an expanding and secure 
organisation. There are vacancies for 


Producers, Artists and Programmers 


at all our studios (Liverpool, Stroud, Chester, Leeds, London and Paris) where you'll find an excellent working environment and all the 
professional back up you need to create great games. 


To join us you'll need industry experience and a commitment to excellence in all that you do. Salary will obviously depend upon track 
record, but is unlikely to prove an obstacle for the right candidates, as the packages we offer are second to none in the industry. 


So if your ideas and skills are out of the ordinary, get in touch. We're sure you'll fit in round here. 


Xx STUDIOS XX 


Initially send a full CV, with samples of work if possible, to: 
Janet Webb, Psygnosis Ltd., Napier Court, Wavertree Technology Park, Liverpool, L13 1EH. 
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Tired of doing Conversions ? 


= TOP LONDON GAMES & TECHNOLOGY COMPANY OFFERS 
: ai SUPERB CAREER OPPORTUNITIES TO 
© PROGRAMMERS, PRODUCERS, DESIGNERS, 
; uir NETWORK SUPPORT & ARTISTS 
Rig nt now v e're seeking industry experienced team players with 
| the following programming skills :- 


= PLAYSTA TION, SATURN, WIN'95, INTERNET, 
RAPHICS, ARTIFICIAL INTELLIGENCE 


unds like your world and you feel you have what it 
Bs, come help us blow away the competition ! 
Send your CV to Stephen Lloyd Davies at : 
Aardvark Swift Consulting Ltd 
75-77 Station Street 
Swinton 
South Yorkshire. S64 8PZ 
Telephone : (01709) 571441 
Fax : (01709) 586527 
Email : SLD@Ardswift.Demon.Co.Uk 


All applications and enquiries will be treated in the 


ARRONWAUT strictest confidence 


Are you bed the challenge of cutting 
edge Tool & Technology Development? 


If you’re going to make an If | 1 well as customer expectations. 
impression in the world of you IC going To succeed, you will need an 
retail, where better than at 


our Oxford Street flagship tO make d big preferably gained from a busy 


impressive retail background, 


operation - the world’s largest fast-moving environment. You 


entertainment store. will also be able to use your 
Spread over 67,000 square creativity and management flair 


feet and housing over 100,000 to identify and respond to 

product lines, our Megastore [ D. i 1 customers’ needs. 

on Oxford Street offers \ | 4 We will reward your talent 
4 


ambitious retail managers the with an excellent salary and 
ideal platform from which benefits package, on-going 
to further their career training and the opportunity to 
development. Right now, we’re develop your potential with one 
E € "M : x 
looking for an enthusiastic d t th of retail’s true innovators - in 
manager to join our team - O l In C the biggest arena of all. 
and continue to provide the To make an impact in retail, 


outstanding levels of customer world's largest please send your CV to: Neil 


service we are renowned for. Fortune, Sales Controller, The 
Taking on the responsibility Virgin Megastore, 14-16 Oxford 


for the whole of our growing e NTE? M È NT Street, London WIN 9FL. 
Games department, you will 


plan and organise the shopfloor, 
maintain displays, monitor sales 


- and build a team to exceed store. 


your department’s target, as MEGASTORES 


AT MILLENNIUM 


A ws 


i7 


Like many companies we have a Si 
passion for gameplay and ay 9 
commitment to creating uni qu 
environments. Unlike most, 5 
groundbreaking artificial lif i 
technology and a focused development 
strategy that will make our new 
games stand out from the crowd. 


We are looking for talented C/C++ 
programmers and 3D artists to join 
our in-house teams. If you're 
interesting in joining a company with 
a strong working atmosphere and a 
powerful creative vision, send your 
CV (and if possible, examples of 
your work) to: 


Katie Lea, Development Assistant, 
€ MILLENNIUM INTERACTIVE LIMITED, QUERN HOUSE, MILL COURT, 
Mà GREAT SHELFORD, CAMBRIDGE, CB2 5LD. 


/ Sony Computer Entertainment 

»/ Europe's internal development team 
(the creators of Total NBA '96, and 

a range of new titles arriving this 

year), are looking for: 


COMPUTER 
ENTERTAINMENT 


ty s 


G) PROGRAMMERS: 


1 
i 
eid 
Wis 
 1T'IC 
a er 


London W1R 6LU 


Fax: 0171 533 1394 
E-mail: dev_recruit@interactive.com 
Web site: http://www.scee.sony.co.uk 


See you a t E C IS PlayStation 


Y a and "PlayStation" are trademarks of Sony Computer Entertainment Inc. 


A WIND OF CHANGE 
IS BLOWING THROUGH 
THE INDUSTRY 


Born on ambitious Wings, our R&D teams 
have an enviable reputation for consistently STS 
developing chart-toppers that sweep the Games industry like 
a breath of fresh air. 

Now, with o twister’s intensity, we aim to blow GP 
up a real storm with a clutch of new, innovative 
teams, each with its own distinctive signature. So, ask yourself 
one thing - have you got the spark of ingenuity, guaranteed to 
flutter the hearts of games fanatics...then [D()MARK] 
blow them away? 

GRAPHIC ARTISTS, SOFTWARE ENGINEERS, 

GAMES DESIGNERS, MUSIC/SFX TECHNICIANS 


Excellent salaries + Benefits 
NATIONWIDE 


European leaders in interactive video entertainment 


technology and software publishing, Eidos have developed the 


e\PDOS- THE NEW FORCE IN 


c= 


<«ERTAINMENT SOFTWARE 


ideal environment for personal and professional advancement. 


From this privileged position you'll be helping to gj 


uy 


harness the powerful creative potential of a group 
synergy, whose mighty strength lies in the adoption of new 
technologies and techniques from other industries. And you're the 
one who'll benefit most from Eidos’ UK inspired &. 


$59. 


corporate strategy, having a direct impact on some KS ied 
eottware 


of the most exciting Games productions ever seen. 
Will it be tough? Certainly. Rewarding? Definitely. No one 


ever got anywhere worth going, without shedding a little sweat 


on the way. But if You can demonstrate an 
elliptical approach to problem solving, a fanatical preoccupation 
with Game playing and a healthy interest in new technology, 


you re half way there already. It'll be a roller coaster rmn 


of a ride. Youll need a solid Games industry track record 


(or qualifications), a cool head under pressure and a wicked 
sense of humour. 
IF you're up for it, please send your CV to: 
Rob Groves, Director of Staff Development, Eidos plc, 
Ferry House, 51-57 Lacy Road, Putney, London SW15 1PR. 


or to Robgroves @ aol.com No Agencies please 


EIDOS 


| t 15 years of experience in the ‘world of home gaming. 

‘ack re cord of hits ranging from Jetpac, Atic Atac and Knight Lore to Pots f 

.. Donkey Kong. Country and Killer Instinct. 

A peacefi | and relaxed development base in the heart of the English dins 
nc ur on a number of platforms including the new Ultra 64. 


Some of the most talented people in the business. 


m * Fast growth Huge prospects. 


W & | Interested? 3 . co 
"VY! T ES i * E | | 
wf 3m. ry T i Ei : | | | 
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SO RE ENGINEERS: Required to code cutting-edge software using Silicon Graphics 
Indy workstations. Applicants must be fluent in C or Assembler Experience in the games 
industry an advantage. 


3D ARTISTS: With good all-round abilities in modelling, animating and designing 
characters and their environments. Successful applicants will use Alias software on high-end 
Silicon Graphics hardware. Previous experience with 3D packages useful. 


AUDIO PROGRAMMER: Will be responsible for sound utilities over several platforms. 
Must be fluent in both assembler & ‘C; ideally with experience in DSP programming & audio 
compression techniques. 


HARDWARE/SOFTWARE ENGINEER: Responsible for the development of all future 
hardware requirements, including in-house development systems, arcade computer hardware, 
etc. Candidates should be familiar with the very latest FPGA and processor technology, with 
programming experience being advantageous. 


Please submit CVs and examples of your work to: 


Personnel Dept. 
Rare Ltd 

Manor Farmhouse 
Church Street 
Twycross 

Warks. CV9 3PJ 


Rare does not use employment agencies. 
If sending disks, please ensure they are auto-booting. 
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DIRECTOR OF PRODUCT DEVELOPMENT London 

Up to £100k 

Responsible for product management and 
acquisition, with a European brief extending to 
Far East. Management of all external products and 
developers, importing of titles from Japan and US. 
Decision making ability is essential, worldwide 
sales and marketing liaison, recruitment of 
producers, and chasing new signing opportunities. 
An ambassador for the company. Skills include 
man-management, vigilance, eye for detail, 
trouble-shooting, and stamina. Ref. 858 


DEVELOPMENT MANAGER Midlands £neg + package 


A programming background and proven success in 
software management (not necessarily games), 
with established career path and man- 
management skills developed over the past 4 
years. A charismatic communicator at all levels. 
Salary expandable to fit the right person. Ref. 975 


TERM LEADERS Midlands £25-£35k + Royalties 
Lead programmers required to be team leaders on 
game products One hit game to date a must. 
Could double salary with royalties.. Ref. 974 


PROGRAMMERS UK £73k - £35k+bonus 

Many positions available with a number of 
different leading edge companies up and down 
the UK. Whether you are an industry professional 
with published product or an enthusiastic 
graduate, your skills are needed to work on the 


following platforms: 
Ultra 64 Midlands Windows 35/3] south 
PC uk 


Playstation uK 

Satur UK 30 Programmers London/South 
If your skills are currently deployed in the IT 
industry, and you know C, C++, MFC and 
Windows programming, working in Windows or 
Unix environments, you may be able to transfer 
your skills. Salary will not be a problem for the 


right individual. 


WINDOWS REALTIME SOFTWARE ENGINEERS London 

Up to £30k+bonus 

Work on tools, methodologies, engines, motion 
capture, networks and 3D graphics. Ref. 771 


SOFTWARE DEVELOPMENT ENGINEER south £Graduate 


Good Hons. degree in computing/maths required 
to undertake 2/3D programming and user 
interfaces for TV and film production. 


PC COROM London/South £neg packages 
Competent programmers required to work on the 
above platform. Ref. 820/883 


LEAD/SEMIOR PROGRAMMERS UK To £35k+bonus 


PC CDROM and Playstation. Industry experience , 
3D published work a plus. Ref. 882/888/891/892 


SENIOR WINDOWS 35 PROGRAMMERS south 


To £35k+package 

Top level with published products, you must also 
have man-management skills - a unique opport- 
unity. Ref. 868 


Ref. 960 


TOOLS AND ENGINE PROGRAMMERS UK To £35k+bonus 


Experienced tools or engine programmers 
required for leading software companies. Ref. 962 


PLAYSTATION PROGRAMMER London £neg, v.good 


Exceptional PSX person with 3D game to his credit 
required. Salary will not be a problem for the right 
individual. 


Ref. 937 


PROGRAMMING PROJECT LEADER Midlands £neg 


5 years C experience together with visual C+ +, 
and Win 32 development required. Windows 
application design using OOP with one of the 
main class libraries MFC, OWL. Knowledge of 
Microsoft operating systems and development 
strategies including WOSA and MSDN. Responsible 
for expanding the development team. Ref. 946 


DEVELOPMENT PROGRAMMERS South West £neg 


Three programmers required to work on the 
following: 

1. Development of graphic user interfaces with 
Win 3.1 and Win 95. 

2. Low level PC hardware/software TSR-Dos 
sessions and hardware drives. 

3. Embedded systems and 16 bit micros. 


Why not come and 
visit Answers 


Ref. 961 


at this September's 
ECTS show and 


discuss your career 
prospects. 


You can find us at 
Stand K47. 


LEAD ARTISTS Midlands £20-£30k 

Of degree calibre and proficient in any 3D 
modelling package. You must also be a tradtional 
artist, able to illustrate and storyboard. Ref. 976 


GRAPHIC ARTISTS UK £10k-£30k+bonus 

The following are a selection of the cherished 
positions available for experienced artists with a 
games background or from other industries. 


30 Artists London £30k+bonus 

30 Model Creation south £10k-23k+bonus 
Silicon Graphics various £15k-30k 

30 Animators various To £25k 


20 Artists Cambridge/South £10-£23k+bonus 
Experience of having used some of the following: 
3D studio, Paintshop Pro, D-paint, Wavefront, 
Lightwave, Silicon Graphics packages. 


STORE MANAGERS X 4 South East c£16k 


Top games retail group requires professional 
customer service oriented managers. Capable of 
running your store autonomously, you will come 
from a sales background, be outgoing, creative 
and comfortable owning customers and problems. 
Retail experience an advantage, personality 
essential. Ref. 969 
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DEPUTY STORE MANAGERS Knightsbridge c£19k 
Excellent opportunity for management calibre 
retailers with customer service skills to join a 
progressive national group selling a broad range 
of quality entertainment products. Ref. 970 


QA/TEST MANAGER Middlesex c£20k 

Technical background and experienced on all 
super consoles to handle all the sku’s going to 
test. Ref. 894 


INTERNAL/EXTERNAL PRODUCERS UK £25k-30k 


Required for prestigious games developer. 
Needed to maintain impressive expansion plans, 
from initial design to final mastering. Ref. 912 


PRODUCERS West London c£25k+bonus 
International games developer requires external 
producers to make top quality games. Will travel 
throughout UK and Europe and be from a 
programming background. 


PRODUCERS London c£25k+bonus+car allowance 
To work on original projects for well-known 
publisher. One hit to date and an original game 
developed from concept to master on PC format. 
Software background required. Ref. 817/911 


MULTIMEDIA PRODUCER South c£25k+bonus 


Internal position in new department, must have 
experience of multimedia or edutainment 
product. 


PROJECT MANAGERS UK c£30k-35k+bonus 

Control creative teams, liaise internally, negotiate 
with licensors and day-to-day management. 
Proven track record in entertainment. Program- 
ming background desirable. Ref. 750/770/835 


NETWORK MANAGER London c£25k 

Working in Unix/Windows 95 environments. 
Knowledge of PC to Unix connectivity, and Silicon 
Graphics hardware. Lotus Notes a plus. Ref. 916 


üt MANAGER Home Counties fneg 

PC, Video gaming background with a knowledge 
of CE, EN & BS certificates required together with 
proven management skills and PC literacy. 
Knowledge of AQL and FEMA would also be an 
advantage. Travel to the Far East to conduct 
inspections will also be required. Ref. 932 


GAMES PERSONNEL for new Leeds and London Studios 
Excellent remuneration packages. 

Our client, one of the leading software 
developers, are looking to fill the following 
positions within the new studios: 


Studio Manager/General Manager — excellent 


commercial skills with a flair for technology. 


Graphic Artists & Programmers — required from junior 
to head level. 


Experienced Producers/Project Managers 


Ref. 781 


Ref. 846 


Ref. 933 


Please submit your CV with demo material 
on disk, video or paper, quoting ref. no.’s, 
to Pascal Cranney at 

Answers Ltd, The Old Bakery, 
Spratton, Northampton NN6 8HH. 
Tel: 01604 843336 

Fax: 01604 821848 

E-mail: recruit@answers.u-net.com 
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The UK's CUm Games Magazine 


Tekken 2, F’ 


We give the final score 


Just Williams 


Final Doom and Mortal 
Kombat revealed 


Win! £10,000 


worth of prizes 


The game in 
front is a Porsc 


55 hy u nix O TFL tneitr Secret weapon 


On sale now! talora 


s i -— 
PlayStation 
Check out our home pages on FL enet.co.uk. The 'PS' logo and ‘PlayStation’ are tra rks of Sony Computer Entertainment Inc a neem 


wry WW inuele bee TA 


| PlayStation game ever (fact!) plus FADE TO BLACK, a PRO PINBALL interactive 
competition and a V-CD rolling demo. Can you afford to miss it? 


MIO RE: POWER 


NOW YOU 
CAN STORE YOUR 3.5" MEMORY 
GAME SAVES ON 
FLOPPY DISK! 


DISK DRIVE 


3.5" FLOPPY DISK DRIVE STORAGE SYSTEM 


15 PLUGS DIRECTLY INTO PLAYSTATION 
MEMORY CARD SLOT 
GAME USES STANDARD LOW PRICE 2DD FLOPPY 
A DISKS 


UPTO 15 GAME SAVES PER DISK - THE MOST 
EFFECTIVE STORAGE POSSIBLE 


FULL LOAD, SAVE AND FORMAT FUNCTIONS 
STYLED TO COMPLIMENT PLAYSTATION™ 
INCLUDES FREE DISK WITH OVER 100 CHEATS 


LOWEST 
PRICE 
STORAGE 

EVER! 


COMPLETE SYSTEM. 


PLEASE ADD £2.00 SHIPPING | 


NOW 


8 MEG MEMORY CARTRIDGE 77, YU \ 120 SLOT MENORY CARD dile 


SAVE PA \\ eRe QEON For PlayStation SAVES 
OF OTHER MEMORY CARTRIDGES | | 


120 GAME SAVE SLOTS - 8 TIMES BIGGEF 
€ 8MEGS OF GAME SAVE STORAGE FOR SATURN 


THAN STANDARD CARTRIDGE 
€ SIMPLE PLUG IN DESIGN H 8 MEG MEMORY CART 


WITH SAVE FEATURE 
WORKS LIKE 8 CARTRIDGES IN ONE! 


TURBO FORMAT BUTTON FOR 
SUPERFAST FORMAT/ERASE 


STATUS LED € HIGH QUALITY 


FULLY COMPATIBLE WITH ALL GAMES 
€ TWICE THE SIZE OF STANDARD CARTRIDGES 
€ TOTALLY TRANSPARENT TO SYSTEM - WORKS 


WITH ALL GAMES WITH SAVE OPTION 


NEW € FEATURES HIGH SPEED CMOS FLASH TECHNOLOGY 
IMPROVED. 


ahi en SMT DESIGN 
DESIGN y UNIVERSAL ADAPTER xS LII 
8 times 
SIMPLY PLUG IN THE UNIVERSAL ADAPTER AND PLAY CAPACITY or 


CD GAMES FROM ANY COUNTRY ON ANY SATURN 
INTELLIGENT MICROPROCESSOR DESIGN MEANS NO USER 
KNOWLEDGE IS REQUIRED - SIMPLY PLUG IN AND PLAY 


HIGH QUALITY SMT DESIGN H UNIVERSAL ADAPTER | 


FOR THE 


CARTS! 


oe UP TO 
- URDU TURMAT 11 MEG MEMORY CARD 15 GAME 
For PlayStation SAVE 
FULLY COMPATIBLE GAME SAVE 
ee ehh M. CARTRIDGE FOR PLAYSTATION 
Eo ON UPTO 15 GAME SAVES 
Be . TURBO FORMAT BUTTON FOR 
i PC COMMS LINK PACKAGE RO SUPERFAST FORMAT/ERASE 
STATUS LED INDICATES 
LOAD, SAVE AND FORMAT 
FUNCTIONS 


PLAY IMPORT 
GAMES 


ON ANY SATURN 


FULL PACKAGE CONTAINS PC CARD, CABLE AND 
SOFTWARE TO CONNECT PLAYSTATION OR SATURN 


TO ANY PC VIA ACTION REPLAY 
SOFTWARE SUPPORT ALLOWS THE USER TO FIND AND 
CREATE THEIR OWN ACTION REPLAY CHEATS 
ADDITIONAL FEATURES INCLUDE FULL MEMORY MANAGER, 
DEBUGGING AND UPGRADE SOFTWARE. ACTION REPLAY CAN BE 
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Excitech is one of the leading 
System Centres as well as being 


Training Centre 


We also offer training on the following: 


Windows NT 4.0 Server & Workstation 


Windows 95 


1utoCAD (all levels) 
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IS THE ROWTRON 2000 A GOOD 


CONSOLE? 


HAVE WE FOUND THE BEST pé 


ANDHELD? 


ISSUE 6 OUT 20t 


THE WORLD'S FIRST FANZINE DEDICATED TO COLLECTORS 


OF COMPUTER/VIDEO GAMES, HARDWARE, HANDHELDS 
AND GAMING MEMORABILIA. FULL OF FEATURES ON THE 
HISTORY OF GAMING, CLASSIC COMPANY BIOGRAPHIES, 
RETROREVIEWS, FORGOTTEN FACTS, AND LOTS MORE... 
AT THE BACK OF EVERY ISSUE OF RETROGAMES YOU WILL FIND OUR 
DIRECTORY OF OVER 3000 COLLECTABLE ITEMS OF HARDWARE AND 
SOFTWARE. FROM ATARI & COLECO TO VECTREX & VIDEOPAC, IF THEY 


DON'T MAKE IT ANY MORE - WE SELL IT. C64 AND SPECTRUM GAMES FROM 
50p, ATARI 2600 GAMES FROM £2.00 & NINTENDO HANDHELDS FROM £8.00. 


VECTREX vow Tul & 
MULTI-CARTS I OCK 


INTERNATIONAL ORDERS WELCOME (6$ - 600YEN) 


If you would like to receive a copy of the RETROGAMES fanzine incorporating 
the full RETROGAMES price-list then please send a cheque or postal order for 


£2.50 (incl P&P) made out to "J Moore", care of: 
RETROGAMES, 61 BACCARA GROVE, BLETCHLEY, 
MILTON KEYNES MK2 3AS TEL: 0181 203 8868 
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MAX 
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training now 
available 

) Dav course 

with full documentation only £650 per 
person (discounts available for more than 


one person.) 


If vou haven't seen MAX vet then call us 


for a demonstration. 


Contact Chris Hudson 


or Alan Skipp 
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Tel: 0181 804 9942 
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http://www.lgu.ac.uk/newmedia 
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Ultra64 


Nintendo 64-bit Super Console 
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mario kart 
mario paint 
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urban strike 
wolfenstein 
yoshi's island 
zombies 


theme park 
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impact racing brian lara 96 

johnny bazookatone bubsy 2 
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into our shop 


Call now 24 hour hotline 


01538 386357-0976 665608 
0589 194192 


BUY! SELL! TRADE! 


From Commodore 64s 2 
PlayStations and everyth ing 
in between!! 


CONSOLES * COMPUTERS * GAMES 


Bring (with official ID) or send by post 
with SAE for cash to: 


WORLD GAMES MAIL ORDER 


NINTENDO 64 AG 
os 


NEW! SUPER PLAYSTATION CONVERTER 
- ALLOWS YOU TO PLAY 
FULL SCREEN, FULL SPEED 


» | IMPORTS ON ANY UK/US 
NOTHING LEGAL REFUSED! PlayStation. A : > 


T 0171 221 1123 


jumping flash 
jupiter strike 
kileak 

krazy ivan 
lemmings 
loaded 

lone soldier 
magic carpet 
mickey's adventure 
mkiii 

nba in the zone 
nba jam 

nba live 96 
need for speed 
nfl gameday 
nhl faceoff 
novastorm 

off world interceptor 
olympic games 
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panzer general 
parodius 

pga 

philosoma 
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primal rage 

pro pinball 
psychic detective 
raiden 

rapid reload 
rayman 
resident evil 
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revolution x 
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shell shocked 
shockwave assault 
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space hulk 
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street fighter 

street fighter alpha 
striker 

tekken 
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castle of illusion 
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desert strike 
dragon 
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fatal fury 
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fifa 
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gex 
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58 James Street Bradford BD1 3PZ Tel: 01274 741040 


Please include a handling charge of £1.50 for the first game and 50p per game thereafter. 
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accept liability for games lost in the post. All our games are popes to be in good working order. Any 
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am writing to express my 
gratitude to Charles 
Cecil. In his recent 
interview with Edge (issue 34 ) 
he referred to an interview that 
was published in Generation 4 
three years ago. In this interview 
he revealed that he was working 
on a game about the Knights 
Templar and the holy grail. The 
world owes him an eternal debt 
of gratitude for revealing the 
existence of this hidden sect. 
Their secrets lay hidden for 
hundreds of years until his 
brilliant scholarship revealed 
them to us all. 

So. like us. you might be 
forgiven for thinking 'no wonder 
Intelligent Games produced their 
brilliant game Azrael's Tear after 
reading his version of events. You 
might ignore the fact that the 
game's designer - Ken Haywood 


produced his first design six 
months before the interview was 
published. You might even think 
that Azrael's Tear did not take 
over 20 person years of the most 
creative and original 


< EXPRESS YOURSELF | IN N EDGE- di 


development or that it is not a 
‘yardstick title’ (PC Zone). ‘an 
instant classic (PC Games) or 
‘sophisticated and elegant 
(CD-ROM magazine ). 

But on the other hand you 
might think that he was part of 
the Templar's conspiracy of 
darkness and mendacity and his 
claims are just an elaborate 
double bluff. 

Matthew Stibbe, 
MD, Intelligent Games 


have been reading Edge 

since issue 2 and have 

seen the ‘future of 
interactive entertainment change 
very rapidly. 

We've now entered the 64bit 
age. with Nintendo all-singing. 
all-dancing N64 being released to 
the drool-dripping Japanese. M2 
is in development. Sony has the 
Playstation 2 up its sleeves. so 
where next? 

There has got to be a point 
where the standard of audio and 
visual performance is more than 


Is Charles Cecil unfairly 
taking the credit for 
resurrecting the Knights 
Templar legend in his 
game, Broken Sword 
(left)? Matthew Stibbe 


certainly thinks so 
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Paul Morgan argues that faster, newer technology rarely facilitates 
design innovation. LBA2's semi-realtime worlds are an exception 


adequate. I think we're nearing 
that point. The next step for 
designers is to stop racing ahead 
with a 1 28bit platform (or 
whatever). take a breather. some 
nice warm milk and. if they ve 
been good little boys. a choccy 
biccy. Once they ve had their 
afternoon nap they should 
consider concentrating on storage 
media and gameplay. 

DVD goes some way towards 
easing that storage-space burden. 
but you can guarantee software 
houses will fill it with hours of 
FMV. At least Nintendo's decision 
to go with carts means that 
programmers will think twice 
before filling empty spaces with 
things you will only want to see a 
couple of times. 

Gameplay is essential. What 
we need to see is multiplayer 
gaming ( across serial link. 
telephone. or whatever}. 
Graphics count initially. but once 
you ve played a game five or six 
times you realise they arent 
everything. If todays games are 


so brilliant. why do desktop 
computer users relish playing 
Spectrum and C64 games? 
Answer: gameplay. 
Paul Morgan. 
mission 3enterprise.net 


Videogames strive on new 
technology - if they didn't there 
would never have been a switch 
to L6bit. then 32bit and now 
64bit. By simply comparing the 
graphics in Mario 64 to those 
achievable on the PlayStation. for 
example. its clear that the more 
advanced technology does enable 
better games. Try imagining 
Mario 64's complicated levels 
with distance fogging to maintain 
its frame rate - it would lose a 
great deal in both gameplay 

and atmosphere. 

The arguments for and 
against FMV will rage on forever. 
On the one hand you have 
development directors with 
thousands of pounds worth of 
in-house film studio facilities and 
the wont to justify their existence: 


on the other you have the 

average gamer who sees FMV in 
games as irrelevant imagery, 
preferring instead to see storage 
space used for extra levels and 
characters, and hidden E 


worlds, etc. 


here seems to be a small 
contingent of die-hard 
supporters of minority 


computing standards. such as the 
Archimedes, that read your 
magazine - ‘Angel being possibly 
the most famous. They constantly 
write to you to try to clear up any 
misconceptions on your part that 
their beloved machines are now 
merely relics, and impress us all 
with the Pentium-slaughtering 
specifications. 

What I say to them is that it 
doesn't matter. Unless by some 
divine intervention the PC takes a 
sales nose-dive, the Archimedes 
will never become more than a 
cult computer, no matter how 
large its performance difference. 
The PC is a disgustingly slow, 
horrifically expensive format, but 
that does not seem to stop games 
companies making consistently 
amazing and innovative products 
for it. How well is the PC suited to 
running Quake? It takes a super 
high-end-ninja PC to get the most 
out of it, whereas a PlayStation 
could run the game quite 
adequately. but will have to wait 
ages for it. 

The PC's popularity is a 
miracle, brought about by 
consumers kidding themselves 
that the extra £1,200 it costs over 
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a Saturn is worth it for a word 
processor and the option to ‘surf 
the Net’. So, developers are 
having a field day bringing out 
products for the highest Pentiums 
that. if optimised, would run 
nicely on a P75 or P90. What's 
worse, Sega and Sony have now 
jumped on the bandwagon, 
helping to bring about the 
demise of their own consoles! I 
seriously doubt if Nintendo would 
do the same. 
Stephen Virgo, 
Shoreham, West Sussex 


Frankly, a PlayStation would have 
a tough time recreating Quake to 
the quality of high-end PCs, and 
die-hard PC fans will surely take 
umbrage with your assessment of 
their kit as merely word 
processing, Net-surfing boxes. 

Saturn and PlayStation 
software becoming available on 
the PC is hardly likely to bring 
about their demise - the majority 
of 32bit console owners have 
graduated from | 6bit machines. 
and would not have considered a 
£1.200 system a viable option to 
a £200 one. just because the 
more expensive machine has 
conversions of the other's 
software available on it. 

There is about as much 
chance of Nintendo's 64bit titles 


appearing on other formats 
as there is the sky falling in. E 


intendo has done it - it 
has the world’s most 
powerful games box, and 


by any objective opinion you care 


Although Nintendo operates under a strict licensing policy, MK3 will 
still appear on the N64. But at what cost to gamers, asks Gary Moran 
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to quote, Super Mario 64 is the 
best videogame ever. World 
domination is assured. 

This is the way it should be - 
Nintendo has always made the 
best videogames. and we all 
deserve to share in this. But 
Nintendo is almost as well known 
for its restrictive practices as for 
its games. No thirdparty publisher 
is going to be able to compete 
with Nintendo for product and 
price, and with N64 games being 
so expensive. competition for 
N64 owners money is going to 
be very intense. Thirdparty 
publishers won't be able to 
spread their investment across a 
number of platforms - Nintendo 
wants exclusivity - and inventory 
problems are likely to be a real 
headache with such highly priced 
carts. Thirdparty publishers are in 
for a tough time with the N64. 

Then take our American 
cousins. Die-hard gamers aside. 
what these loveable heathens 
really want from a videogame 
system are sports sims packed 
with loads of stats. The Genesis 
outsold the SNES in the USA 
because sports sims were better 
on the Genesis: it took years for 
Madden on the SNES to finally 
overtake the Genesis version. by 
which time it didn't matter any 
more. Traditionally. the best 
sports sims come from third 
parties and the N64 will find it 
difficult to compete with the 
already very good competition. 

In Europe and especially the 
UK, Nintendo has decided it can 
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Glen O'Connell defends Psygnosis for embracing new PC technology 
(a 3Dfx-accelerated Wipeout, above) while still supporting consoles 


afford to miss its second 
Christmas. The SNES never 
recovered from the head start the 
Mega Drive had ( even with the 
mighty SFII on its side) and I 
doubt the N64 will either. 

Finally. price. No matter how 
good Super Mario 64 is. it is not 
worth £70 to anyone other than 
a die-hard game fan. Videogames 
need to be more mainstream, not 
less. I baulk at paying £40 for a 
PlayStation game (and I've never 
had to pay more for any of my PS 
games, all bought new and as 
soon as they came out, including 
Tekken). The trouble is. we are 
going to be asked to pay £60 for 
a lot of N64 games that come 
nowhere close to the dizzying 
heights of SM64. 

Nintendo is going to sell 
articulated-lorry loads of N64s in 
Japan: elsewhere I think it will be 
successful but not dominant. 

The real losers are the casual 
game players who will look at 
Nintendo's prices and lack of 
software titles and decide to buy 
into the competition instead. 

Now if I can sell the wife's car 
and we dont go on holiday this 
year I should just have enough... 

Gary Moran, 
gmoranQ)DIALNET.CO.UK 


Very few industry-watchers now 
have confidence in Nintendo 
making as significant an 
impression in Europe as it already 
has in Japan and is poised to in 
the US. with or without a clutch 
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of first-rate sports simulations. 

The exclusivity issue is rather a 
grey area - Mortal Kombat Trilogy 
is just one game set to appear on 
the N64 as well as 32bit 
platforms. and it's likely that 
Nintendo will relax its policy 
further still once the machine 
becomes more installed in 
homes. especially in the light of 
increasingly fierce competition 
from Sega and Sony. 

The price of N64 software is 
set to be the machine's biggest 
stumbling block. Worries that 
cartridge software cannot deliver 
the value of that delivered on CD 
have been comprehensively 
quashed by Super Mario 64. but 
there's no getting away from the 
fact that no-one will relish parting 
with £70 for a game. 

Nintendos first wave of 
consumers in Europe is likely to 
be made up of gamers romanced 
by what they ve heard of Super 
Mario 64: virgin gamers are 
indeed likely to opt for the 
cheaper option available. £ 


ealistically. budding 
programmers are best 
advised to gain 
experience with PCs. if only 
because the format will still be 
around when many of today's 
consoles are pushing up daisies. 
Is that what Edge calls progress? 
The PC can never become simple 
to use because of the way it was 
designed. Computers will become 
more and more unwieldy to use. 


If a new format of computer is 
released it will have to run 
Windows. etc. because of its 
undeserved popularity. through 
unefficient emulation. Whoever 
had the dream of an Intel- 
powered PC being in every home 
saw you lot coming. 
Simon Wyndham, 
Malvern, Worcestershire 


Edge is only too aware of the 
difficulties involved in both PC 
development and its use as a 
home videogames platform. 
Edge doesn't call it 
progress. merely realism. 


would like to take this 
opportunity to respond 
and hopefully correct the 
misinterpretation raised by Scott 
Colebourne' letter (E35) 
regarding Psygnosis commitment 
to both consoles and CD-ROM. In 
no way is Psygnosis looking to 
move away from formats such as 
the PlayStation in the near future. 
On the contrary. this year alone 
we are developing and will be 
publishing some of the most 
technically advanced and playable 
games ever seen on the format. 
In addition to this we'll also be 
looking to strengthen our 
commitment to the Sony format 
throughout 1997 with titles such 
as Monster Trucks. Tenka and The 
City of Lost Children coming in 
the first quarter of the year. 

Obviously we're also looking 
at the continued growth of the PC 
CD-ROM format with great 
interest. particularly the 


Are videogames companies running out of ideas and just rehashing 
Alles the same old stuff? Dale Price thinks so (Soviet Strike, above) 


forthcoming range of 3D 
accelerator video cards. Direct 3D. 
MMX technology and so on. 
Psygnosis commitment to new 
technology is at the heart of the 
company and has helped us 
become the biggest developer in 
Europe. It is naive for anybody to 
suggest Psygnosis should not take 
the opportunity to experiment 
and develop software for formats 
which will expand its horizons. 
There is obviously a broader issue 
than this. though. We seriously 
believe that by working on 
different formats the quality of 
overall software will improve 
across all formats. Take the 
Microcosm-to- Wipeout route as an 
example: without learning from 
mistakes made in the former we 
may have never arrived so 
successfully at the latter. 

As far as rival formats go. 
there are many things which the 
forthcoming 3D-accelerated PCs 
will be able to do that Sony's 
PlayStation couldn't. Don't forget. 
though. we re comparing a sub- 
£200 games console against a 
£2.000-plus PC. And. as a 
company committed to producing 
quality software on all 
commercially viable platforms. it 
is impossible to suggest that 
Psygnosis should solely look at the 
PlayStation as the only format for 
games. I agree that for. say. the 
first 12 to 18 months the new 
3D cards and technology for the 
PC may not achieve mass market. 
but that doesn't mean we should 
ignore these for this sole reason. 

I could go on for ages trying 
to explain the pros and cons of 
every single format. However. at 
the end of the day people should 
be confident that Psygnosis will 
continue to look at producing 
quality software for whichever 
format (s) it perceives will justify 
the time and effort put in on a 
development level and try to 
continually push back the 
technological boundaries. 

Glen O'Connell, 
PR Manager, Psygnosis 


I found your N64 coverage to be 
extremely interesting. and the 
screenshots. I'm sure. cannot do 
justice to the apparently 
breathtaking Super Mario 64. 
However. I feel I have a valid 


concern. While aesthetically 
pleasing. none of the current flow 
of games seem to push back the 
boundaries of gameplay. Most 
games seem to be simply 
rehashes of old classics such as 
Street Fighter II. Virtua Fighter. 
Mario. Ultima and Desert Strike. 
Even the mighty Sega cannot 
seem to muster up new ideas. 
and so fob off people with 
constant sequels. 

Another concern I have is that 
developers are abandoning the 
systems that made them what 
they are and signing up for the 
32bit machines. This may seem 
like good business sense. but 
millions of 8bit and L6bit 
machines are being left 
unsupported. much to the dismay 
of their owners. So. as they leave 
these systems it must be quite 
sickening to find that for all their 
efforts. Yoshi's Island on the SNES 
has remained the top game of 
1996 since January on Teletext's 
Digitiser. Game designers of the 
early eighties could fit more 
gameplay into 48K than most can 
now fit onto 600Mb of CD space. 
I currently own a Jaguar. and my 
next system will be a PC. Why? 
Because I can get all the 
Spectrum and C64 emulators and 
games I want. then. 

Dale Price. 
Heybridge, Essex 


To fit a game into 48K was an 
often tricky task. resulting in 
many simple-but-fun games. 
Today. however. with the amount 
of RAM available to designers and 
programmers. the temptation is 
to create intricate models and AI 
for game baddies to possess. This 
is. however. not necessarily a 
good thing. For example. with the 
exception of the boss characters. 
the baddies in Mario 64 are 
rather dumb. following fairly 
simple routines to chase Mario or 
patrol certain areas. It's this 
simplicity that adds to the game's 
appeal - if the baddies were able 
to calculate your every move and 
make a pre-emptive strike. the 
skill of the player would be lost. 
On the other hand. however. a 
game as complex as Civ 2 would 
obviously not be possible in 48K. 

As for games being rehashed. 
its true to say that orginality is a 
rare commodity in modern 


videogaming. but if the public 
keeps buying it ( as sales figures 
for MK3 will testify]. developers 
would be fools not to produce 
the same old stuff. After all. their 


purpose is fo create money. not fo 


follow some higher gaming 
conscience E 


en out of ten for 

Mario6 4... so it's the 

| perfect game then? I 
remember quotes like 'six out of 
ten is still an above-average 
game. I just dont see that any 
game can be perfect. or be so 
good that it warrants a perfect 
score. Did you really think about 
the grade or are you just trying to 
recreate the hype that 
accompanied the Playstation and 
Saturn? Ask yourselves these 
questions when justifying this 
perfect mark: will everybody love 
this game? Will you be playing 
this game forever? Is the 
difficulty curve so perfectly set so 
that even the worst gamesplayer 
will develop with the game and 
complete it? Is it worth the 
money ? ( Edge may get all games 
for free but some of us cant 
afford to). Will it. at the very 
least. live up to everyone's 
expectations and in most cases 
surpass them? Will no other 
game ever better it? Will you stop 
all other games in the genre due 
to its perfect nature? Will you 
stop playing all other games just 
because they are not Mario 64? 


In giving a game a perfect 
mark you forgo any excuse that 
‘this is just our opinion as to 
deserve this grade the game must 
be liked by all. Now. I've seen 
Mario running and yes it does 
look nice but... my jaw didnt hit 
the floor. To be honest I've always 
found Mario games too repetitive 

will this be any better? 

In a year or so. who knows. I 
may write back and say what a 
life-changing event Mario 64 
was... but I do doubt it. The 
perfect game does not exist! Stop 
thinking Edge knows all' and 
start giving us the grown-up 
attitude that Edge started with. 

Sam Maxwell. 
irvine@enterprise.net 


Edge thought long and hard 
about giving Super Mario 64 a 
rating of ten out of ten. and it 
comes as little surprise to discover 
it has not found favour with 
certain readers. 

No one is suggesting that the 
game is perfect t or. indeed. that 
there is such a thing as a pertect 
game). but Edge s review format 
works on a sliding scale of one to 
ten, and what's the point of 
having a ten rating if it's never 
used? Reviews are a subjective 
thine by their very nature. but 
Edge firmly believes that in its 
three-year existence it has never 
seen a game of SM64's quality 
and was happy to wheel out the 


honour with no fears of 
incrimination. d 


No game is perfect, says Sam Maxwell, so why did Edge give SM64 ten 
out of ten? Simply because it is the best game Edge has ever judged 


Rely on Edge to cut through the technobabble. Write 
to Q&A, Edge, 50 Monmouth Street, Bath, BA1 2BW 


1 Will a Japanese N64 

work in colour at full 

speed using a full screen 
on my television? I have a fairly 
new (about a year old) Sanyo 21" 
Nicam TV. I know it can accept an 
S-Video or RGB signal via its Scart 
socket. and I was also told it can't 
decode an NTSC signal but it can 
accept a modified NTSC 4.43 signal 
such as one from a VCR. 
2 What type of NTSC signal does 
the N64 output? 
3 Does RGB mode slow the picture 
down to 50Hz or does it remain at 
60Hz even though my TV is PAL? 
4 When I used an RF cable the 
picture was black and white - why? 
5 Also. I have a composite Scart 
lead ( the one all UK SNES 
machines come bundled with) and 
was wondering whether I would 
get a full-screen colour picture 
using it with the N64 or will it just 
be in black and white or will it just 
not work at all? 
6 What are the disadvantages of 
getting an NTSC-to-PAL converter 
box over getting an RGB conversion 
job done? 
7 You said that manufacturers 
would soon be making RGB Scart 
leads for the N64. Does this mean a 
full-screen. full-speed colour 
picture? If so. how much do you 


think a lead would cost and where 
could you get one from? 

8 Can you use American cartridges 
on a Japanese N64? 


Adili, 
set00 1 @ph.ac.uk 


I Do you know if Namco 
has any plans for a 
conversion of Rave Racer 
on the PlayStation? 
2 When is Soul Edge coming out on 
the PS in Japan? 
Jim Culver, 
Jim Culver@ibm.uk.com 


1 When will Namco be 
revealing its System 23 
technology talked about 
in Edge? What technology is this 
based around and will it be more 
powerful than Sega's Model 3? 
2 How does M2 feature in Konami's 
arcade plans? Is it likely that this 
technology will be more powerful 
than M2 /System 23? 
Jamie Thorp. 
Sale, Cheshire 
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Next issue, Edge analyses the most active element in the nuGame culture mix - the 
integration of professional music into interactive entertainment. From the pioneering 
work by Psygnosis to endow its Wipeout brand with underground club kudos, to the use 
of contemporary classical composers such as Michael Nyman for the soundtracks to 
games like EO, it's an area commanding enormous attention. 


Plus, Edge heads several hundred miles north to Dundee for a long-awaited exposé of 
DMA Design - the team responsible for the legendary Lemmings. Edge delivers the 

- lowdown on the company's new wave of interactive entertainment including Grand 

Theft Auto, Body Harvest and previously unseen projects. _ 
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